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^ A challenging game and a Player 
Missile Graphics tutorial in one 
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ANTIC & ANALOG MAGAIINIS 

plus ROM, HI-RES, ATARI I/O, SOFTSIDE, ATARI EXPLORER, 
MONITOR, COMPUTER GAMING WORLD, START and COMPUTE! 


ALMOST THE COMPWTE PUBUSHED HISTORY OF THE ATARI S BIT! 


W« have ibc (olbwing extenatve colkcUon of magaainca lor 
Lhe Atari 8'blt (with a few for the Sll for aak. These are 
mostly single copies but some duplicates are available. This 
could be your only chance to complete your coDecdon or to 
sample an Important pan of Alan history 


ANALOO 

Tha very hr$t eonvnsfcial magazms for the Alan Iroffi Amenca 


ANTIC 


ISSUES 


Prices: 


1 to 58 COMPLETE 
(JAH'FEB f981 TO OaU»^ 1907} 
pkjs ISSUE 79 rOeeamber 1989} 

Isauos 1 lo 9 • £2 each. 

All olher Issues £1.50 each 


or COMPLETE SET ISSUOS UoSS^ £7$ plus postMQO 


Amenca's second Alan only me9a2oe covered 9>e whole spectrum 
in much he same way as Paoe €, Super tubriats. arsdes and pfsai 
liongs. Early issues were noi sdd in the UK wid are very scarce 


tS^IJES: VoL 1 No. 1 up 10 Vol. 7 No. 9 cerr^Me 

(Afi/9 1982 to Ocfc^ 19M • 7f «sues> 

VoL 9 No.*e 6. 7 md I; Vol. 9 No.'s 1.2 
(Oebf4ov 1989 toJun'Jui 1990} 

PkA Vol. 3 No.9. Vol. 4 No. 10, Vol. 4 No. 11, 
VoL 4 No. 12. Vol. 8 No. 7. Vol. 6 No. 0 

Prioas: Volume 1 (sli Iseues) • £2.00 each 

All ether lesuee • £1.50 eech 

or COMPLETE SET Vot. 1 to Vot. 7 • £90 p!us postago 


Prioas: 


ROM 


A unique Canadian magazine that stansd 
almosi as a newslatier and ended up a 
Qloisy commercial pubhcaiion Lasisd only 
lor 10 issues which sre available here com* 
plete as a unique package that very lew 
Alan users wri have 

ISSUES 1 te 10 complete 
(Fnt issue vndared. laar febitsar 1966} 

Price £20 the set Inc. postage 


HI-RES 

Artotier lamous glossy U 3 Megazme 8>ai 
aimed 1o be a rival lo ANTIC and ANALOO 
but never mads a lAsied orriy 4 issues 
wrhKh «a al here Anoher chence lo own s 
compleie magazne set Ovat very lew ewrv 
ersheve 

ISSUE 1 lo 4 complete 
{198$ to Moy/Juno 1984) 

Price £10.00 the set Inc. postage 


MONITOR 

The profassiorvally produced magazine of 9>e U K Atan Own* 
ers User Group lourrded by Maptm Elecaoracs Excellent 
anides and type* m programs Several duplicales availabla 

ISSUES 7 to 21 mclueive 

Price; £1.00 per issue 


MORE 

MAGAZINES 

ON 

PAGE 5 


START 

ANTIC'S ST magazine which eventually 
look over ANTIC 8*bii coverage, mduded 
es a sepvale secscn from Vol 6 No 4 
onw a rds. Some copies are oompleie with 
to ST cfsk 

lesuea: Vol. 1 No. i with diek (Sop 1986} 
Vol. 5 No. 2 no diakfOcr 1990} 
Vol. 5 No. 4 no disk (Ooc 1990} 
Vol. S No. 5 with disk ($801991} 
VoL S No. 5 no disk (Jon 1991} 
Vol. 5 No. 6 with disk (Fob^Mar 
1991} 

Vol. 5 No. 7 with disk (Apr/May 
1991} 

Prtcea: With diek £2.00 per teeue 
Without disk £1.00 per lesue 




TO ORDER 


V< MI MUST order by phone lo 
reserve Items since. Ln most 
cases, only one copy of each is 
available. You may pay by ere* 
dlt card or we wtJl advise the 
total cost Including postage Cor 
you to send a cheque or postal 
order 


0785213928 


ATARI I/O 

Atari UK used to produce ttieir 
own megazme featuring famous 
Alan users such as Paid Daniels 
(4 even mduded e feature on 
one Les Elmgham*|. Nof bnhtfii 
but an miaresbng sbee of Atan 
UK history. 

ISSUES 2,3. 4 and 5 

Price: £1.00 per issue 


Ano9var US megazme dial concenvated more on lype m lisings 
and games, especially adveniuree Covered ocher micros but m\h 
heavy Atan coniant Not an easy one lo fmd m die UK 

ISSUES 93.44, 45 and 46 

Price: £1.50 per Issue 


The pricee do nol mduded postage which will b« charged at 
cost The size of the magazinae varies eonsidsrably (often 
from issue lo issus) and theratora poslags is nol quolsd. In 
addition ihs more eopisa you order ths lower the postage per 
isaus. Postage costa win vary horn 50p lor a single Issus up 
to a maximum of £4.25 for a largo paresi 


A ONE-OFF OFFER AVAILABLE ONLY FROM PAGE 6 
YOUR LAST CHANCE TO SECURE A PIECE OF ATARI PUBLISHING HISTORY! 
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Your support is needed, now! 
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NEW ATARI USER ON DISK 

A 4i9k eonuinlflo all o 1 lha e*M prognma 
from aaeh laaua a1 NEW ATARI USER it 
tvaUabla arthar aaparaialy of on auberip' 
Ikon. SlApla pi^a t2M par diaK. Subachp* 
lion raiaa (d iaauaa) 

UK C2».00 

Europa 0200 

Elaawtiara <aaa) £32.00 
Eiaawhara (Air) £42.00 

Piaaaa maka chaquaa payaWa to PAGE 6 
PU01I8HIN6 a«W aai>d lo (ha Editorial 
addraaa aAoam balow 


SUBMISSIONS 

PAGE a waiccmaa and aneouragaa n raada*! to 
tMm. proprm and ravtana lor pupa 
eaMn Programa miai ba tuomnaa on Oalt or 
eaaaaita artoaa anould wftara^ peaa«ia Da 
auomctid aa raat Maa on oak Wa aaak lo arv 
eouraoa rovr pon«pa(ior> vid da noi nawa wo 
rutaa w avOmiac«na H aoma W ng iwaraat t you 
wma a pregfam or ariwia arid aubr^a id 

Al origtrtai waelaa. programa M oibar maiar« 
m NEW ATARI USER « c opy r ign of lha aurher 
aa craddad AM ^mcraddad matonai m eepyri^ 
RAGE 4 umaaa eo wa rfimg iba by-ana ’Af Rghta 
Raearvad Viy maianal in NEW ATAAi USER 
may ba raproOuead by Mar GroMa and Cilhar 
non-profki making orQanaaaona pro» a) a d tha lha 
author a nama a movdad and PAGE 4 « cnMa d 
aa lha ongmai pubkahar Parm«a<n lo pubtan 
aiaaahafa shosSd ba otiamad from PAGE 8 or 
lha author Ednorv at navalMiafa raproducirtg 
matanaf aro laouaaiad le aand a copy 0 * a* 
ratawam aaua to ii« EMonal addraaa of PAGE 
4 Whaai m laka utiaiavar atapa wa can id 
anauro lha a c cu r a cy ol art«tae Bn} oi9^ari% ana 
lha cornama ol advafkaamams PAGE 4 cama 
ba haid kabla lor any arrero or etoma rnada by 
adv an aara 

ATARI (TW) a a ragiaarad irMamwk of ATARI 
CORP All ralaraneaa ahouV ba ao noiad 
NEW ATARI USER k an mdapanJant pucucaer 
and naa no eonnactnn wih Atan or Mh any odiar 
COmoany or pubkahar 


The next issue of 
NEW ATARI USER 
will be on sale 30th November 
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THE CREDITS 

All of ihe usual srufT la on pose 3 but here arc 
the people who made Oita loaue poaalhtc. 


The editor lacks the Imptralton (hta Isaue 
leee music seclloni) to come up with snythinK 
clever so here’s who Is responsMe 
Las WlartsiB put u all toMthcr from copy 
supplied iW the rrMlars. smo hr lhanhs 
ennrmous^, and man the dedicated readers 
who continue in send material ki. They all 
deserve thanks (hr thrfr pari In keepInR 
ihlnf^ 9>ln8 

Bandy t'hases the advertising, deals wKh all 
the Dost and a whole deal more bul she 
uoun like more to do Mn’t It shout time ycai 
tirdered aomrthln^ 

A special thanks this Mue to Asad Shelkta 
who prrivided valuahlr asststafve when my 
laser broke last time and who ended up sell¬ 
ing me his l(P Uaei^i without which mU 
Issue would noi have come together 
The Regular roninbutors. who provide the 
backbone of the maZfeJDne and can Bmcrslly 
hr reWd upon to come up with gpoo articles 
and reviews, arc .... 


doha i Davison 
Psnl Maon 
Allan d Palmar 
HarbMnson 


Stnart Uorray 

Ian Flalafson 
Hla •aeUgioa 
Tba Tipstar 


All other contributors Ibr thia laaue are Indi¬ 
vidually credited alorB^e their anidea or 
prugrams. Thanks to everybndy (or sharing 
ihmr enthusuom with other Alan usera 


IWUSV ewpamCn its* ttrv? WeL rv* rbyd * TV 
ObUtoii UrU, VWi IhiFTUfln'* Iwv sbwn wW TV 
fr wmdw* nrw erw 4 prwvJ uoiU sK hoar 
prwiM Swpewriwi ei brOrr (Stw* bifl. rauld 

nd be qCbfded. Aralkl 6 ho# JuM been Mary Oiapm 
CwprrMrarWNubm WHumasnapMSi wuhs btdr 
Chn* hfo bui a ready nlr* •urpnee, WMfassrrh 
appreesaed «ne. came jVn Am O’CSWrat vt Ireland 
u!ihs*eiklndly«rrCmeaC*Oes<rdA Womsn'* Hwi 
whKh^aw* »tenro/SV best lr1*Ajbinull •Vigm 
juch s* Mary Marie Patere* Keane. Mawa O^srsvl 
and etVfv, demr c/(V vark* tolready Iwr wt 
e(Vr abum* bui tfwnvnbtrwrvn wsrka m iw i t ^ <rid 
(V CD ta* hod irofm Hs<l** ^ ^ Ihr musir 

pm u ldrd trupaonmlas IVrv. Am’* badnrs* Si 
•mdSigme the COM iVarmujlr STyaw m * V S iM w 
U SwpVotlwi Si K*e{f wid I w riW ihwdK hrr eneugh 
Jbr Vr (cnMdertftwi Thank yau. Anrt/ar yew ran 
esiuSiy^bu of amcfr*.^w» udwh al Atort i^rr* can 
and ycur kmd iVughl*. Iff ever remr la 

Ireivid, as t wcvU desr^ bw is. I u4l k>t* yeu ^ 


the asst l**u* sf NCV ATAItJ OSCJl «snM t*Mm« 
TDUa artMe er ycapam. 

*s SBffD rr Dv hovi 


FAOf «tAMM JmM SAW >MrS ymr Alert 

ATW ATAHI USSM lis* *!■ ej I >w iraWi d aWksly 
wUk ATwf •aetSMM. ktOimilf m «*• XL V« m>« 

wMac*/NsrdMw* Iwledw a Sn ra^yimfid <• 

ai»>. SMIK JSSTS ffarW pUS, a HF 

II*. ClNam JMlsekMar, mif^ CVSSM 
nasirac, iMJXXASi dM SIS dM drka. 4M 
IWrriV*. VIC' MU U 

IVWaW MdAMf ArM PaMbSsr AS OlVr «sHi.ar» 
KaraUr. TfITtik. tkrSsBaMe a*d mHmm 
fmatam vHitm grayraac* fJwU/XZ Ar«M«* and 
sreyraan Mbattlrd mXL'UdblW v* «*k^rd r* 
(•riaiH aaalan tai Mfas y^f^eia bafbrv Saliy fras* 
/WTcd MU* ST Ma TAMITaSJL AU rdh. 
t<vUdM«iuttA Pr W W aad say—are laid 4sa«rWh 
Fter* S titH FwMUAV. A didk Mr Aaidlad 
at PMtensi |Um ir war r* a r^mswrrlay Sewa* r* M 

wr^ an a ClAWma aad * i -y- 

art mml Sa rk •aarctr a* )VM M« rAaw. k rralty da«* 
wwS/AdrAal U f«/«l«l* Wapla MciMIVaa^ 
pSWw. 

nad,» b aw yslW a« «Ihaf VI ^ yW M* 



I am reminded of the olWn mlmiuotMl words of Winston Churchill • "NevFf 
hove no monj/ouwd so lo so Jew". 

The mponse to oiv summer mailing of special olTcrs was magnificent from the 
few vrho responded and there were many letters of support and encouragement 
Included Ibr which I oflbr rny slncerv tharUts. Without your support this tssue of 
New Atari User might not have happened. 

So what’s this about *1116 (ew7 Well. rrMighly 124b of you tc»k advantage of the 
sprrtal oneni or new PO disks whkh means 8844 were not sufficiently Interested to 
spend £ 1.50 on a PD disk or even 50p on a cassette. Perhaps these people already 
have everything that was on offer, although somehow I doubt IL 

The wonyirig part Is that if so many subseribere are not willing to part with a veiy 
modest sum ta support their Atari, how many wUl be Interested ertough to renew 
ihelr subscription In the future? If we lose even 204b of our subscribers then ihe 
magftdne In Its present formal will not be viable. We will have to look at allema* 
lives 

Many of your letters of support IrKluded suggestions of how we might continue 
and most seem to say that the content ts far more Imporlanl than the presenta¬ 
tion. I want to contintM New Atari User (or PACS Q for as long as possible and 
your feedback would be much appreciated. My Initial thoughts. If we are forced to 
make changes, are to go to an AS skse magasJne produced in the same high quality 
style as the present magaxlrie but wtthoui the printed program lisUnf^. This will 
enable us to keep the reading content about the same. The programs would be 
supplied on the Issue dMk or as printed listings available frw of charge upon 
receipt of a stamped addressed envebpe. 

So let's firstly have your comments on this idea. Let's also have your comments 
on whether to keep the New Atari User UUe or return to PAOR 6. And what about 
sn* coverage, should this continue or not? How about including the new PD disks, 
or the order ferm. In the magazine which will save us having to print separate 
leaflets? 

Lei rne emphsAisc that no decision to change has yet been made, It depends on 
the level of subscription renewals. If change Is necessary though It would be good 
to know that it has your support. Drop us a line with your ideas. 


SUMMER SALE CONTINUES 

In order that the many can still have a chance vs show their support we are 
continuing our Summer Sale price s for this Issue. Check out (he Accessory Shop 
pages for the remaining oAcrs and order something now before the prices go up. 

1 know that the majority of you still care about your Atari so give It a little support 
and let it live a good whib bnger. 


Les 'Efdngfum 


Check out The Accessory Shop 
Summer Sale this issue for 
some unrepeatable bargains! 
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News 


ITS GOODBYE TO ... AND HELLO TO ... 
GRALIN INTERNATIONAL 8-BITs FOREVER! 


Sadly another Atari supporter ts no lon^r wflh us as Graham 
and ColJn at GraHn (ntemational haw decided lo call II a day. 
Gralln was a ’spare time* business which supported the Atari 
Ibr a good nu mber of years but ihe pressu res of full time 
employment in other Helds have forced the tads to a decision 
which we all regret but which enables Gralln to bow out with 
honour T>ils Is how Colin and Graham wanted the closure lo 
be announced. 

ts loilA ne^nef thol Croiln Inirrrvalional are no lonper irtMUr^. 
As many of you ore au>are Groltn has been a pari Ume prefect 
and due to l/ycreeised pressure in our JiAl ttmr Jobs we are 
unable to oonCtnue. We <k> he}pe lho( tn the fitture toe w4l be 
able ID condnue to proutde enhancemenls lo our own Oraftn 
prodttfis Qrei we wtU ^1 you know throt^h PACE & but this wdl 
be done on on tndUidued basts. IVe shouU Uke (o lake this 
opportuntly to thank oil our customers and supyW^rs^br iheir 
support This has been a Jun ttme/or us arul we ^uwe enfoyed 
ujorking wtth all the A*b(t users. We wish all users success In 
the future • if you houe any problems, please wrtie fo us ond we 
udl endeauour to sort you out 

So we say goodbye, but let's also say thanks for the support 
and for all the new products that Gralln Introduced over the 
years. 


Many of you wilt have enjoyed Gordon F. Hooper’s occasional 
articles In New Atari User vdilch take a wry amusing look 
at aspects of our hobby which we are all tkmlliar with. Cor¬ 
don's slortes of life in the con^uter avrld make an enjoyable 
break from all the technical stuff and now you can enjey even 
mwe wltj) the publkallon of a coUeclion of Gordon’s writings. 

B-Dns FOREVER! Is llw tide of tlx AS size buokicL which 
brings together 17 ardcles which have been published In 
various magaanes Including New Atari User, if you enjoy 
Cordon Hooper’s sense of humour you will love this collection 
even though some articles are about boedng rather than com¬ 
puting. 

B-BlTs FOREVER! is available to European readers for £4 
Including postage. Gordon says be would prefer payment by 
money order but (he banka now charge £7.50 for an Interna- 
Uonal Money Order so that Is out. Check with your local (or 
head) post olTlcc as a British postal order may well be valid in 
Canada (Canadian postal orders can be cashed In this coun¬ 
try). Alternatively you might be able to take £4 along to your 
bank or local bureau de change (In travel agents) and get the 
equivalent In Canadian dollars. Whichever way do give Gordon 
a little support and thanks Ibr his articles In New Atari User. 

Send your money to GORDON F. HOOPER, 299 RSOiSA 
AYE.. VICTORIA, B.C. CANADA VSZ tJB and your copy 
of B-RTTs FOREVER! will find Its way to your door. 


MORE MAGAZINES 



COMPUTE! 

Possibly (ha most lamoos of U S magazmas giat covsrad savaraJ 
micros but with vary haavy Alan covaraga Excalsni hsisigs and 
ragular contnOutors such as BJI Wllunson Soma of lha bati 
lachnical araclas for tbe Atan appaarad in Compulsl Soma of tte 
Issuas ara aoormous’ 

ISSUES: 1M1 >9, 10. IS, 16,17,1$. 10 

1962 • 20 lo 31 complete year aid. Nov {11 «suas} 

1963 • 32 to 43 complete year { 1 2 issuas) 

1964- 4410 S$ co/tvNI# year 02 issuas) 

1965- 5610 67 cempiofayaar{t2 «suas) 

1966 - 66 to 79 eo/npfaiayaar(l2 issuas) 

1987 • 60 to 64 Jen to May {5 issuas} 

Prices: Cl .50 per Issue 
COMPLETE YEARS C1S.00 each plus postage 

See Inside Front Cover 
for lots more magazines 
and ordering details 

Now Atari LAar - ksua 66 


Mmost antialy davoiad to rawaws o1 gamss Covers ssvaral 
mtcros but vMh good covaraga of lha Atan An intarasting 
rtoslalgtc Sip for games {unloas* 

ISSUES: Nov'Dao 1962, Jan.'Fab 1963, 

Hay/Jun 1963. JulAug 1963 

Price: C1.00 per Issue 


ATARI EXPLORER 

In 9ia U $ Atan produced ihair own magaztna Although 
It sepoarad rader arrabcaiy >t was a go^ read with a 
mu of naws. luiorials, programs aic S^fhan ROM maga 
zna foldad a was mcorporaiad wiihn Atan Eiplorar 

ISSUES: Fab 196$, Apr^lilay 1965, Summar 1965. 

SadOct 1966, Nov/Dac 1966, Wintar 1966, 
Jan^ab 1967, Spring 1967, Summar 1967, 
SaprOct 1967. Nov/Dae 1967, Jan/Fab 1966. 
Mar/Apr 1966. Sap/Oci 1969, Har/Apr 1992 

Price: £1.50 per Issue 


COMPUTER GAMING WORLD 

Mmosi antialy davoiad to rawaws o1 gamas Covers savaral 
mtcros but vmh good covaraga of lha Atan An intarasting 
rtoslalgtc 9ip for gamas {unloasi 

ISSUES: Nov'Dao 1962, Jan.'Fab 1963, 

Hay/3un 1963. JulAug 1963 

Price: £1.00 per Issue 










Allan J Palmer 
delves into your 
latest letters 

" Good Morningt Mr Palmer. 
Your miction, ehould you decide 
to accept it, to compile 
another Mailbag column for 
PAGE NEW ATARI VSER 

magazine. Ae uzual, ehould you 
or any of your Impozzible Mail- 
bag Force fail to fill a page, the 
Editor will dUavow any know^ 
ledge of your exietence ...** 

Well, with the Ellingham's post- 
Easter holiday (so there was a 
delay in getting the mail relayed on 
from Stafford) and my personal 
commitments (like some decorating 
around the house, etc), the act of 
getting this column together in 
time for issue 6d’s deadline certain¬ 
ly seemed an impossible mission. If 
youVe reading this in issue 6S then 
you know I succeeded, if not... 


PAGE 6 WRITER 

John BunUng fmmCbcstcitkkl. Der¬ 
byshire responds to Denham Phipps* en¬ 
quiries In Issue G6; 

’/ am in the process rg rtvryrflng doesjor 
PACE ewniTERiPeWi andoea base t am 
UMtrv the does Jbr SPEEHSC/UFT. Wfvn 
compiete I uMO $>ass the disk on to Les tn 
the hope that tw eon put U (n the PACE 6 
PD Ubrury. t can teU Denham that SPEEDS' 
CRJFT ts a liery dose reiattue (fratemai 
<w<n perhopsi g P6W. Therv are subde 
differences but nothing jundamental exrr7>l 
perhaps Jor PGU^s ohdltg to neroO PO& 
Ttvrr are a number of SPEEDSCRJPTs fact' 
lioes. not mentioned In Phi CardweU's ortt* 
ct^ ufhtch are stH present In P6W. tn paid' 
cuiar. Icrys t, 2. 3 and 4 when entered 
lotth SEtSCTgh* BSCape. ektr^rtled print 
(ore Itnei. start condensed pnru and cancel 
cerderysed print respectloety. leanoorfffm 
lid there ts a problem cererlng print other 
than stardejd; It U necessary to reset Che 
r^hl moiyCn - SELECT x ant a number ftni 
between 60 and 70 depending upon the 
length pf the text! oruJ some ejipeiimenting 
may be rccessary. t seem Co reme m ber that 
wicn I htul a 1029 printer tt was not too 
happy wten centring any elongated Uwt 
and this wH only serve to eompbeate 
matters. 

7 oouki not understand Denham’s problem 
with pressing R£S£T os this does not dear 
the screen on my disk version so I loaded 
cassette version and yes. he Is quite 
tm re t C - so lharJes. OrrJuim. TU oiU thot to 
the dors f am corr^>iing.* 

Hianks for the Input John, We look for¬ 
ward to seeing your paw docs disk. 



In his letlcr. He writes '.../ houe been a 
subscriber Jbr a number of years and I 
have every Issue from Issue 3 qfThe UK 
Atari Cortyjuief Owners Club magazine, 
that was bejbre U was caOed PACE 6../. 

1 must cDirect Prank here; before becom¬ 
ing NEW ATAKJ USER, this msgazlne wus 
always PACE 6 from Issue It 1^ UK Alsh 
Computer Owners Club was a separate 
entity operating from Ksykigh In Essex 
from 1962 and published an Inegukr 
magazine which fiom issue 8 was called 
Atari MONITOR. This group folded In 19M 
1 believe ar>d the last Issue of MONITOR 
that 1 received was isaue 21. Does anyone 
kr>ow whal happened to the UKACOC PD 
Ubrary which a good seleclMn of prog¬ 
rams for that time? 

SATISFIED READER 

Jason Kendall from Ifoume In Lincoln¬ 
shire (do you know Dave Richaidson. 
Jason^ Is pleased lo send ‘...a short note 
lo let you know about the wide appeal of 
PAGE 6 (NAU). Aficr placing the aduen In 
Oc Contact column of Issitf 65 for Uktma 
tB/tV. f had several calls on the first two 
daps qfler the mc^raztnr u>as delivered. I 
got l/w go/rv / required and others as lueU 
Jor a uery reasonable price, hfter a couple 
qf ureks I received a letter from AmerVal A 
Just goes to show that (f there's something 
you UKVW/:e your Atari place an ad in 
PACE 6 - you may be pleasantly tun 
prlsedS’ 

DOS HELP 


MAILBAG is YOU! 

Join in the debate 
by writing to 

MAILBAG 
PAGE 6 PUBLISHING 
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Frank Atkin from Gosport In Itampshlre 
has some further notes on PACE 6 WRI¬ 
TER. Including the reminder that the list¬ 
ing tn Issue 50 had orw Une 11600) mUstng 
about a third of its characters - the correc¬ 
ted line was printed In Issue SI. Frank ts 
also surprised at Denham having a casset¬ 
te version of P6W as he wasn't aware that 
a cassette version had been 'ofhclaJJy* pro¬ 
duced. Frank notes that his cassette wr- 
ston came by way of the RAM13TT man. 
Dave Richardson, who was able to supply 
Frank with a TURBO Load tape of P6W. 
F'rank Is pleased that RAMBTT is '...sOD 
amu/vl wUh a number qf useful Uems In¬ 
cluding polileness fivin a reoJfy nice Atari 
enthusiast.* (RAMBTTs address Is 16 The 
Green. Thuiifay. Bourne. Uncolnshlre 
PE 10 OH B: phone 0776 424450). 

Frank does make one puallng statement 


Mr F Hay man from Port 'Iblbot Informs us 
that he has *.,,ouined a 600XL since J 9S6 
a/«f has Jusi got hold of a 1050 disk drive, 
t have DOS 2.5. bul only a DOS 3 manual 
whkh doesn't Mp trv very much, t would 
like to krvw fww l/w DOS menu uodcs and 
hou^ f con access Binary Load and Sav e on 
the menu.* 

Well Mr H. 1 believe Derek Fern of Micro- 
Discount has adverused copies of the DOS 

2.5 manual In the past - be may sdll have 
copies available. As an alternative, if you 
can’t find the official Alarl printed manual. 
Invest In a copy of Disk *107 - THE DOS 

2.5 REFERENCE GUIDE from (he Page 6 
6-btt PD Ubrary. this should get you ofT to 
a Ilytng start with DOS 2.5. 

Mr Hayman also notes that he '...used lo 
get Atari User, bul after November 19681 
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IMS unahU to gel <um more copies*. 
November 1988 was, of course, the last 
Issue of Atari User published by Database 
Publications (now Buropress). There was a 
small arinouncemcnt Inside that issue 
enrwundng that future Issues would be 
pubbshed by Pa^je 6. Sadly the number of 
magaziries supporting the Atari Claseic 
ran^ has dwindled. If you're looking for 
another Atari S*bll pubileatton try the 
Tyne & Wear Atari Uaer Croup (P.O. Qox 8. 
Wallsend. Tyne dt Wear NE28 6DQ| who 
produce a regular AS slae magazine de* 
voted to the Atari Classic. 

Mr Hayman la also an Adventurer looking 
for help: am iwzutn^ trouble u'Uh ‘0t4est 

for Eternity' • getting past dork area. I 
have Died dw su^teh prompt, but ui0f«xjt 
any luck..'Can anyone assist? 

SUPERDOS 

Rnben De Letter of Zelzate. Belgium is 
*...an erUhuslasdc SuperDOS 5.1 user. It is 
Mly compatibie wtth Atari DOS 2.5 arvi H 
redly supports my (exceUery) XF551 dritie; 
Mph spe^ transfer (skewed sectonl. deu 
bU sided and a lot more. However, can 
somebody led me fwo / eon pul the OC/P> 
.SYSjUe gf SuperOOS onto the RAAfdtsk so 
(hat (( ufiK be loaded from there every Wr^J 
coU /X)S. The DUPfli In SuperDOS resides 
under (he Operohnp System and ahtef 
utUUlea use (hot orea too. I uorvler (f'sofrv 
body can develop a patch JUe so that DOS 
Is leaded the way I wetnL (/Mr fW 
JVlc^bi (developer of S<iperOO& Is sail an 
Atari 8-b<x user, then he may be able io 
solue this problem* 

POWER PACKS 

M Tbmblln of Basildon. Essex Is still hav* 
Ing problems with his 6*bl( system: ‘..first 
tny J029printer uiem kaput, now my 
keyboard powerpack hasfoihwed U; u>hal 
wlU bervLrt?Mi/ 1050 disk drtc« runs^a 
AC powerpce:k uih^h plues on output of 9 
oo(ts ot 3 amps (is this correct71; it seems to 
work okay Ulw this but uXd this be 0^ rvxt 
(hinp CO go? Perhaps someone could write 
In ujith detads ^ the vartaus conneettons 
and pouter usope of 0^ various Atari hard¬ 
ware units.’ 

This sort of technical Information would 
be useful. Does anyone have the details to 
produce a guide to what power packs/ 
Iransformera. etc, are suitable for which 
Atari hardware units? fYes. please. I have 
a whole box of power 5upplk?s built up over 
Ihe years and no klea uihat they bekxip Cof 
If nobody has access to all the horduxire 
perhaps readers could write in urtth details 
of their equipment arvl maybe AUon couki 
compile them for a Mailbag Extra? BdJ 


TRANSFER TIP 

Michael Clarwwll^ Great Barr. Btrni* 
Ingham tells us that ’...C0er oumin^ an 
AtariJbr about 10 years, t JinaBy decided to 
buy a disk drtje this year. 7b be precise. I 
cane across U In MSes Better Spfiware in 
Caruexk urhdst trying to find a iOAOST 
(which is nou* more dlOieuU to find than 
ever!. I toos pitien Oe telephone n44mber of 
PAC£ 6 and purchased TVonsDlsk ard 
other bits and plecrs. Hoiitop transTerrBd 
most of my cassette sofixvare to disk. I 
have tr^vbahlyjourd 0ml some pre^rams 
won't trartsfer. one beiqp fbeibaJ Mane^er 
by AddlcOue Games due to Os unroruierh 
ttond loodir^ tech/^uefrom BASIC 
I devised o very single program to over¬ 
come (his problem, which is os fallows • 
first load DOS andfommt a disk, dwn 
write f)0$7Ues to Clwit disk; exit to BASIC. 
and then type UST 'D.MANACEft.QAS* to 
create afiermnm: posUton the FboibaU 
Monoyer tape at Ihe beplnnlny. and type 
the foOowIng program: 

10 OPEN #1.4.0.*C ’ 

20 OPEN «2.9.0.*0.MANAGER BAS’ 

30 0ET91A 
40 PUT 92> 

SO GOT 00 

RUN this program, press PLAY on thecas- 
setie recorder aid RETURN and Ihe prog¬ 
ram wdl br transferred to disk in about 15 
minutes. 7b lotMi Ih^ program ajierwards. 
Just use RUN ’OrMANACERItAS* exU- 
Irv to BASfC/rom OCkS. 

{fyou hate Disk *92 • MENU MAKERS 
from the Page 6 PD Library, you con create 
on A(/70RUN.SV3 fie so FbothaB Manager 
loads Iruiandy uXihouf hauir^ to use DO& 
by usiny llv AUTOMATE preyrom. 

On (he subfeet of tape to disk transfer, has 
anyone hoi any lurk with M.V.LE. £lek- 
tr^ide or Goorde s ? Tue irfad eurrythir^ 
but/us( conT gei them to load from disk.* 


TRANSDISK IV INFO 

Refening back to the correspondence on 
TmnaDlsk IV Cn>4) in Issue 64. Raphael 
Espino |of Peterborough. Cambridgeshire) 
adds these commmts: 

*...you con ttonsfer fdes from ore disk to 
another uiilh any DOS that is DOS 2.0/2.5 
compatlbte ond/cr supports tbiubie densi¬ 
ty. Daniel Baverstock's orlgi/ml problem 
was that he was trying to trans/er the 
games onto a double density disk but l/v 
DOS he tried to use didn't sttpporl double 
density, hence the error messages. Dave 
Herbert notes that Im loses sonm sectors on 
the disks when using MyCOP>^/rom 
rutu/a. (hoi is because he’s usbig enhorr 
ced IduaO densi^. / can't he^ but feet that 
the discussion Ims gone,A^ c l p d e. stoce In 
my article In issue 611 pointed out 0ml l/v 


format TTM uses for enharved derysUy is 
dt^erent to that us ed by DOS 2.5 and most 
(if not all) other DOS's whirh siyTport en¬ 
hanced density. It is this difference tivu 
mokics you lose sectors on dm disk as wed 
as corrupt ore ef ihe TIM rrenu sectors. 
Itfnce lie creation of DOS ZOTV listed in 
Che artHe. DO62.07D aitows Oe tranifercf 
77>4 gomes from ore erdm/eed c^nsliy 
disk to another enha/ved r^nslty disk 
without eonvptirg the destination disk. To 
^ copyfSes from an ED disk to. say, a Double 
Density disk, il^ best way iumtl/l be to 
copy the fie from the origtrud disk onto o 
neuiyjbrmat(ed £0 temporary disk usir^ 
DOS2.0TD. and then from there onto ihe 
DO dtsk usbig a DO DOS. Tfe sane proce¬ 
dure qpplies In reverse, ./irst copy from tie 
OD disk to a temporary disk using a I)D 
DOS. and then from tIe/e onto tie desOna- 
Oon disk usirv DOSS.OTD. / hope this final¬ 
ly dears thirds up somewhat. TV bosk 
rule is that If you wont to use ED on your 
1050 wtth TIM iVn use 0052. OTD, other¬ 
wise your disks will be get corrupted, (f you 
don't use ED then feet free to use any oiVr 
DOS to copy the JUes across, as kv^ as 
(hat DOS supports (he densAy you are (re 
terested in iLe. don't try and copy fromfio a 
double density disk wUh DOS 2.0).* 

Thanks for that InfonnatJon on TransOtsk 
IV. Raphael. U sounds Uke we now have 
(he coptpSeto 0 c lure on how to manipulalc 
TD4 niea. 

ATARI vs SEGA! 

Christopher Jorwa of Bristol is'...the 
proud owrer qf on Atari BOOXL on Atari 
2600 VC& and a Sega Master System. I 
am dtsappotnied (n (he Jetok of support we 
Atari users hone when It cones to new 
releases, fve b ee n doing some reseorrh 
Into Ihe Mosier System on the Nintendo 
Come Doy and houe found some tnUrestIng 
comparisons. Fbr a start de 900XL, Sega 
and Nlriiendo each houe 64IC RAM. My 
Atari has 4 channel sourd and the oOer 
machlres only have 3 votes. Fhxn this 
comparison we see that a I30XE 
have a larger secpejbr pmgrammir^ than 
either qf these 'beiier* machines. Our Atorts 
have 256 colours and Che other mochirvs 
have between S and 64: and they have the 
same sc reen resotution as the Sega. Also 
where are the other releases like Afterbur¬ 
ner or fVtnce of Persia? fue seen (Iwm on 
the Commodore 64 and Jed that on the 
Atari they could be a swxess.* 

Christopher also has a few questions 
which I will tty ar)d answer; 

’/ houe on Atari 1064 and / would like to 
kruxv what U does on an 800XL?* 

TIw 1064 was a memory expansion mod* 
uie spectflcaJly designed to increase the 
600XL’s 16K RAM to the same 64K level of 
the 800XL As far as I’m aware, plugging a 
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1064 IntD a 800XL haa m> effect • at kasl 
IVe never aeen it documented anywhere. 

1 (aa anyone got any Info? 

'Whatewdy is the 1200XLT 
The 1200XL was the first new Atari S'btt 
rrodel after the originAl 400 and 800 mod* 
ela. It was similar in styling to the later 
600XL and dOOXh models and Lntrtxluced 
a number of the XL features; however. It 
was not as compatible as It could have 
been, and after a short period ofU.S. only 
distribution disappeared when the 600XL 
and 800XL appeared. 

*tVhif did tlv Atari 400 houe lioo cartrtdgr 
alotsr 

The Atari 400 only had one cartridge slot: 
the Atari 800 had Two slots. At the time of 
their appearance, the Atari 8*blt ninge was 
built around the concept of cartridge soft* 
ware. Ihcse cartridges were envisioned as 
containing approx. SK of program lo sup* 
plement the machinea* RAM. In the larger 
800, the concept was that you could add a 
cartridge to the left alot initially, and fu* 
ture developments might see the need for a 
second cartridge to sit alongside (he first 
to give greater scope (this was before the 
appearance of the larger ‘super'cartrldgea*’ 
which coped with IdK In one carlildge]. 1 
believe the only cartridge designed to spe* 
clfically work tn the 600*s right hand skH 
was Monkey Wrench, a suite of utilities. 

THE ATARI 1200XL 

On the subject of the rarest Atari fi-bll, 
Raphael Espino adds these points about 
ihe Atari 1200XL mentioned la a previous 
column: 

'...bypassing t/v buih*tn OScan be quUe 
uatjul (lhata whol tWb«^&4SiC does os 
uieti os a lot 4^oc^vr progromsj. and the 
ahtiUv to disabU dw keyboard and (he 
screen (s also buflt info the rest of (he 
XL/XE series. The only problem Is (ha( Ov 
1200XL Junction keys did ruK appear on 
later models. Houjeuer. / do know qj a com 
merclol program that oUotos you to simu* 
late the J 200XLjunMon keys on any ocher 
XL/XE and so ofiou'S you to dlsabte the 
keyboard and screen at a keypress " 

EDUCATIONAL 

SOFTWARE 

Mr J l*hlpps from South Harrow. Mid¬ 
dlesex writes: 

T gcaie up using my 800XL seuend years 
ago. but Just recently I decided to Coke U 
out oj mothboDs os my soa i^ho is now 4 
years old. is of'an age when he can enfoy 
ploying games on a computer. The one 
Ihif^ OvU Ovre seems to be a o^ Is 
so/hi>arejbr chfldrea / necendy purehosed 


o copy of your t LOVE MY AU^HABET (PD 
Library disk a232f. which he Ukes oery 
irutf h. but (hot seems to beJust about tL / 
don't mind him playtog games, but / do 
udsh d^re were more educational prog¬ 
rams avaiatie." 

Yes. educaltonal software always seems to 
have been scarce in this couniry for the 
Atari Classic. You might Uke to Investigate 
JUOOLBS HOUSE, JVCCLCS RAINBOW 
and SPELL IfE from the Page 6 Acceasoiy 
Shop. Ill throw this out to our residerahip * 
what educauonaJ programs would you re- 
cocranend on the Atari? 

1050 PROBLEMS 


Dennis Fogrrty from Salisbury. Wiltshire 
offers these Upa In reaped of disk drive 
probfems mentioned In a previous column: 
'You ffwndon (n Issue €7 two readers hot^ 
tog trouble indh dwtr J050 driues u>hlch 
uHZI not soue or fonrM yei foods per^dy. 
and tt rerrUnded me I the same problem 
a Jew years ago. That dme. roughing the 
pressure pad hod rw ejfeet t (htok U musi 
hour been a (toy ptoce of dtsk label which 
luai broken and obscured the write" 
protect serwor because / euentuoi^ adued 
(fw problem by pushing o portion gf cotton 
hardkerchtej. Ifohdy molslened u4lh Sun 
gkol Spirit tnlo Ow ieJtJuud side ^ihe 
disk comer operiure. f used a credU cord 
os a probe oreL q^ienuords, normal service 
u>os resuiTwd Since (hen, Che^totog cja 
wrtieprotect auMteh (all due credll to the 
IrwenOue Mr. Orrek FbrrV. has ovotded 
peat problems." 

Also on (he subject of 1060 proUema. 
Raphael Espino from Peterborough. Cam* 
brl^ahire notes: *...oboui the drive that 
utould read but net write or jformoi > I had 
esxtody the same problem with my 1050 a 
wMfe bock and bird (he suggestion of 
roi^hlr^ up the Jdi p<^ bui u4lh no luck. / 
discovered that the problem was uXlh (he 
sensor that detects whether (he disk to (he 
draw Is wrUe-proiected or rwL Tito soludon 
fjburui was to buid a ueUe-protect sufttrh 
siarh os (hoi/rotured to /MU Issue 43 (or 
buy one Jrom MlcmDtscount if you don’l 
,feel like bulkbr^ your ouni to bypass the 
sensor, fm ht^py to soy (hot (he drive Is 
stC worktrg." 

Thanks for those comments. Dennis and 
Rafrfiael 

RAMDISK HELP 


Dennis Fogerty has this Informadon 
regarding multiple RAMdisks: 

'Andreuf McIntosh asks {fit Is possible to 
hove (uo RAMdisks on a 25QC machine. 
The YORKY SUPPORT disk. onEhhonced 


Densl^ Public Dorruiln disk Issued by 
Rlchond Gore, has a modified Atari DOS 2.9 
uhkh allows tux> 707 sector RAMdisks to 
he set up simultaneously to D7: and D6:. 
All (hai^ required Is to rename theJUe 
RAMDISK.OBJ on (Ito disk to RAMDISK- 
.COM. / pres unto Rtrlurd’s prime reason Jor 
corry>glr 9 l/to disk toos to support his sales 
ctf (Ito yORKY 256K upgrade. Ian oddw 
ivhtoh I can highly recommendj. The 
YOR/CY SUPPORT disk to avalfabfe sepa- 
rolely Jrom his PD library. Richard Core's 
address to; 79. Sprotbrough Rood, SpnM* 
brough. Doncosler. Dh5 SDVT 

Brmd Rogers from Southampton offers 
these comments: 

T reguloriy use 3 RAMdisks using Sparta- 
DOSX. WUhSpanaDOS. tt topossibfo to 
use some. oU or none gf the ejetru HAM. ihe 
d^ouU belr^ 4 bonks /or use with BASIC 
XE and oU remaining banks Jbr"D9:". TTe 
dejaults con be overridden using a botch 
JUe on startup. This Isn't much use/orpro 
pie uXiltout SporioDOS I knou*. but may be 
t>f tntereat to some.* 

Again 1 hope Dennis' ar>d Urad's com* 
Rtonts will be of assistance to (hose 
wishing to use the power of their 2SCK 
machines. 

ANTIC & ANALOG 
MAGAZINES 

Dennis Poger^ also notes: *You mention 
re/erertoe to September J9fi0 AVTTC and 
Udetd. NAU often irtoottons oritcles (hat 
hour prevtously appeared to the dejunct 
AN77C ANALOG and COMPL/TE maga- 
zfrtos. But ive rtouer see ihemft How about 
prlntir^ a Jew In NAU. or to there a problem 
wlih copyright? Back In J99f Groito fntor 
noftorud uiere aduerilstng copies, but not 
recently, is there sdU a U.K source of 
supplyT 

At one stage< Fage 6 had a reciprocal 
agre e ment with ANTIC vdiere could 
reprint articles from each otheFs maga- 
slnea (I think more Page 6 Items appeared 
In A^^1C than vice verea). f'm not sure 
what the copyright situation is In regard to 
this. Perhaps our esteemed publisher 
could clarify the situation? it am not reolk/ 
sttre dto copyright but I suspect that 
even (hough AVTTC agreed that their prog¬ 
rams be regarded os public domain. 

(>to sOVt legal sUuadon to (hoi the copyr¬ 
ight remalrw uKih (he original publtshm 
and any comntordol reproduction uxxdd re 
quire spectol permission. Qfcourse ANTTC 
and ANALOG ore no former betog publtohcd 
buX c/took out this tosue t/wi^h Jor a oneqf 
offer on ANTTC and other American mogo- 
eiftes Jor your Atari Last chance to com 
plete your collection? Ed.) 
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DISK BOXES 

Brad F^ger? of Southampton. HampshJre 
responds to an enquiry about the availa* 
blU^ of storage boxes lor 5.25" disks: 

‘Mai/ / suggest chat ont/body u*andn0 Chem 
look at aduerts in magaztr^s for PCs. e.g. 
'Computer Shopper' os some PC users sOU 
use 5.29' disks. 77v so/rv atiuertisers uidl 
also seU 5.25* disks, luhkh ore nou> auall* 
able at aimost rldkukmsly loa» prices.* 

You might also look tn one of the Acorn 
specific magazines - users of the BBC mle* 
ros still use 5.25" disks and youll find 
advertisers of 5.25' disk sureties there 
also, 

RAPHAEL’S 

RAMdisk 

Raphael Espino from Peterborough. Cam* 
bridgeshlre responds on Andrew MeIn* 
tosh's letter '...on my redeyor Che renum* 
bering Che DOS 2.5 NAMdlsk • I've disco 
uened u^t iMSS ueong, and S cvcuaUy has 
nochir^ to do wUh dw POKEs; U/ws SO 
ihfovQh to SO should haue hod a *48 qfler 
the RAMD fLe. RAMD*4&. However, chat 
doesn't irvitler as Toe Intproued on the code 
since and the neto code is Included belouf. 
The Improivrrwnts oi»r Che old code are: it 
^OioUy woHcsl: U witl now teU you uduC 
the HAMdtsk number on the 'SetUr^ 

Atari J^dXEKAMdlsk* scroerv there Is no 
lonper ony need to modpy t>w OOS.SYS 
Jilea (you don't htwe to go to DOS and use 
menu option H. ail the mod|/)rorfons are 
done directly from the RAMDISK.COM J\lei 
and the new uerston is In Atari OASfC. 
rather than 71/RBO BASIC frwt dait there Is 
that much difference). Usir^ fc (s strTy)le.' 
Just mrt tc u^th the RAMDISK.COM JSe that 
you leant to change on C/w disk in driue I. 
The adi'ant<^s of my code over Bill Wtiktn- 
son's in the Ma&bag column Is that ullh his 
you have to load and run the program 
every Hme you uKinc Co renumber dv RAM* 
disk from the dejeudt '05;'. Vl'tch mine you 
Just change it once and It sloys chor^red 
and you don't need to run BASIC so you 
can renumber the RAMdisk ard boot with' 
out BASIC luhkh con be useful uitth oOvr 
programs such as TextPro. wloonlage 
of Bill’s code Is that fuiUh a Hate tinkering 
to the code) you can retxumber the KAMdlsk 
Uftihoui houtny to reboot os many times as 
you Itke. Tf^re Is also a slight (nothing 
me^or) 'feature' in BtO’s code; anyor^ using 
the code Co tsnumber dv RAMdisk wiU 
soon notice rhot when you Cry Co access the 
renumbered KAMdisk there Is aliooys a 
small detail accampanted by a buzzing 
soundJmm the TV speoker. To fix this dwre 
needs Co be onocher fine Included In 
code; 


225 POKE 4191. RAMOAIVENUM 
This modificaaon udO get rid of ihe 
Teofure'. 

Mow here's my lirymMied code; 

5 RAM0.3 REM change RAMiAsk number 
here 

6 BTf-O. CNT^ 

TIFCNT-RAMOTHEN 10 
6Brr»<BIT-0)'1>Bir2 CNT-CNTfl 

00T0 7 

10 DIM DAT2(108S}. DAn(10de)«'' 

20 OPEN f 1,4.0.'D RAMDISK COM* 

30 FOR ai TO 1066 GET *1.0: 

DAr$(Q.O)«CHR$(D) NEXTO 
40 CLOSE t1 

SO DAT${67O,e70)«CHRS<RAMOU6) 

60 DAT9{d07.607).CHRS<RAMD*46) 

70 DAT|{e66.856)«CHR${RAMO<^) 

75 DAT6(941.944)«'0ISK*. 

0AT$(945,945)- CHR$( RAM0*4ei 

76 DAT$(967.fi97)-CHR$(etT) 

BO DAT5( 1017.1017).CHR$<RAMD«46) 

B2 RESTORE FOR Q-1 T022 READ 0 
DATBIQ*1066.0*1066) •CHR$<D) NEXT 
O 

65 DAT${t072.1072).CHR$<RAMO) 

90 OPEN BI.B.O.'D RAMDISK COM* 

100 FOR 0*1 TO 1068 0»ASC 
(DATBfO.Q)) PUT#1.0 NEXTO 
110 CLOSE #1 

1000 DATA 0.60.41.60.166.0.141.126.7.141. 
137.11.141.95.16.96.226.2.227.2.30.60 

Thanks Ibr doing whai I couldn't Raphael, 
and finding the solution to the reported 
bug. 


SOLUTIONS OR NOT? 

Raphael Espino also has these comments: 
'...concerning EHd^ Cduslrts* moon about 
Ihe Tipsier printing t/tf corvfr^te sobiboru 
to games and Ovrefon spading his eryoy- 
menf. his main gripe seems to be against 
(hr printing of Che solution to T^rr Oeuekyr* 
fronts' Tadcus and dw Crystal of F>ar*. 
Firstiy. the sofutton uias printed over a year 
effier the game was relcasrd so t don't 
think Che commeru about '...b>yind C/v sotu* 
Cion Is ptibtisttod wtihin weeks of Os 
tauncK..' to be adequate In this case. In 
fact tn my experience, the serfuftons usually 
come through a long time after C/v gorv is 
released fihe only eicceplton I hate found 
was with Tiger Devehpmerys' The CttodeT 
and Torlms and Orbs qf Cbom* sofu* 
ftons In Choi same tssuef. Secondly fond 
more trrywrta/iilyl I wonder (f he ^tuolZy 
ployed the gome chroMph even once. tUlh or 
without C/v soiuCkm (tn J<z:t / worubfr tf 
onyone dkil since llv sohiOm prirrlrd in 
the Tipster's pages is actuoRy wror^tU 
Ifoweuer. I houe not seen onyone ctw r etl 
the mistoke os of yet True it is onty a sitviO 
mistake, but stgafftoonL' 


AND FINALLY... 

Amongst some flaUering commenls about 
the Mailb^ column. Dennis PogeAy adds 
*...my mind boggles Just Co think of Che 
work trwolued In corrpttr^ 4 pages (of Mall* 
b^ on such a angular hosts'. 

Well Dennis, let tne teU you n^ mind Is 
usually boggled by the lime I've completed 
work on each column) Luckily, we're still 
getting a mix of letters (but more would 
not go amiss * hlnlt hlnti) and you. the 
readera. do a lot of the hard work by In¬ 
itiating new topics of discussion and re¬ 
sponding to other people's eomments (and 
rorrectlng rrK where necessary ...). 

One last Ihoughl. if you're Into 'classlr' 
TV. have you seen that Mission; Impossi¬ 
ble episodes are rM>w available on video * 
ihey’ro starting with the first episode und 
k»k to be releasing them In sec^uence . 

*\,.thi8 tape will self- 
destruct in 5 seconds! ” 


News Extra 


NEW SHOP AND 
REPAIR SERVICE 


Long liaae Atsri fsnatie Keith Hughes 
has receotly opened a shop vUoh. along 
with the usual Sega. Nintendo. Amiga 
and PC staff will include support for all 
Atari machines. In addition he is offer* 
Ing a repair service for B*hit machines 
and equipment (probably %Ts at well). 
The shop is: 

BLITTERCHIPS 
119A Bridgnorth Road, 
Wollaston. Stourbridge, 
West Midlands 


Tel. 0384 823457 
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Feature 


Not yet an endangered species... 

THE ATARI JAG 


Only a few Jaguars have 
made these shores so far but 
Peter Davison and Mike Airey 
managed to track one down 
for us. Here’s what they 
thought of Atari’s latest 
wonder machine 


H aving begun with their series of Cbssks then 

advsnclng to the 16 bit ST. Atari have now beaten the 
rest of the vnirld to develop the first ever d4*blt games 
console • the Jaguart 

Whereas most companies have Just gorie to 32 bll machines. 
Atari have plunged straight In at the deep end with a revolu* 
tJonasy r>ew machine. It boasts some pretQr Impressive tech¬ 
nical spcciDrations too, being 64'bit with a sixteen miUJon 
colour palette (16,777,216 to be exact). There Is no fixed 
screen resolution, this being totally software dependant. It will 
go up to the equivalent of Super VGA [high resolution 2S6 
colour graphics) on the PC. or 11 can display 24*blt colour 
graphics at 720x576 resolution but this wilt probably only be 
used on CD games due to the immense strain It puu on the 
processor. The sour>d system Is 16-bU stereo {CD quality), 
which la based on Atari's Digital Signal Processor technolo^ 
(DSP - also found tn the Palcon). T1^ is a big step forward 
from the ST where 16'bll sounds were rare. It ruria remarltably 
qulclily. handling up to 106.4MD of data per Becorvl. 

The Jaguar has two main custom chips lafleclionaiely Imown 
as Tom and Jerry) each containing lour rrtajor components. 

The Jerry chip contains the DSP sound circuitry, 8)c of SRAM 
(Static HAM), a sound blodc. arxl a block for timers. Joysticks 
and clock control. The Tom chip contains a mentory controller, 
object processor. Graphics Processing Unit (CPU) with 4K 
SRAM and a blitter (as rour>d In the sib) wlUch speeds up 
several graphics operations. The Jaguar contains 16 Mbits of 
RAM. and Is based around the MC68000 processor clocked at 
13.3 Mllz. which Is used mainly br co-ordlnallng the data flow 
between the specialised processors. Jaguar’s gameplaying per¬ 
formance Is designed to be similar to a hlgh*end IBM PC and. 



for the price (£229.991. It represents a very good d^J. 

The hand control pad Is a very complex aJIalr and looks 
rather daunting at first. It contains a directlor>al pad. three fire 
buttons arxl a telephone style keypad at the botiom. E:ach 
game provides an overlay for this keypad to show what each 
button does. 

The graphfoa capabilities ore very impressive. The chips with¬ 
in the unit can do real'Ume shaded polygons fLhree*dlmen* 
slona) blocks and can owrlay bitmap graphics onto them at a 
remarkabhr high speed. This makes for some stunning visuals. 

ANY GAMES YET? 

At the time of writing the only game ger>er«lly available In the 
UK is CTBERHORPU. which Is packaged with the Jaguar. Any 
Defender or Rescue on Praclalus (an will recognise the style of 
gameplay In Cybermorph. H mainly revolves around (tying over 
a smooth scrolling 3D plarwt bulk of polygons and globing 
Utile yellow pods before aliens take them away. The action Is 
quite fosL but the game has limited ’lasablUcy’ as gacneplay 
becomes quite monotonous after a while. 

The graphics move quickly and smoothly, and they are all 
shaded so look quite impressive. A special technique known as 
Z-Bufleilng is used, which allows polygons to be merged with 
one another. This is all used in Cybermorph to create some 
absolutely stunning special effects. The main slup performs 
some Incredible ’morphing' between its different forms and this 
b, again, done very smoothty. The sound, however. Isn't realty 
using the machine's full capabilities. For instance, the engirw 
noise sourxls almost the same as Defender on the 8'blt Atartl 


10 


luus 60 • Now Alor User 




Also an ejrtjvmely annoying green head (a bit Uke HoUk 
In the Red Lhvarf IV programme) whkh pope up orucreen all 
too frequenUy making moronic remarka In a very pairorUalng 
way. Fortunately the speech volume can be turned down, a 
great relief once the rtovelty of It has worn off. If Atari had left 
out this option there vrould probably be a noticeable Irtcreaae 
In saJea of replacemeni television seu. caused fay Jaguar own¬ 
ers hurling controllers at ihe screen in flu of exasperation! The 
speech used by this 'characicK ts very clear but tar too arro* 
gonl Bourtdlng. which rnakes H appear so cortdescerullng. 

Cameplay Is extremely hard, arid there Isn’t an option to 
change the diiTlculty level (very (histrmdng on certain stagcid. U 
plays quite well for a while, but soon becomes a Llttk boring 
once Iruiovaifon of the fancy shaded polygons has worn off. 
It’s basically the same all the way throu^ (collect pod. shoot 
enemy, collect pod, avoid mountain, etc.). 

Overall. Cybermorph is a good game but weVe seen so many 
of the ideas before. It’s basically Defosider’t gameplay crossed 
with the 3D view of Rescxie on Fractalus. Ifa fow extra ideas 
had been added, this would be a brilliant game, but as It 
stands it’s a little disappointing for the Aral release ofa rnajor 
new format 

There are lots of new gomes planned for the future. These 
include DOOM. ALSN VS PREDATOR. KICK OPP S. CHECK¬ 
ERED PLAO 2. CUIB DRIVE JAGUAR PORMUUV ORB RAC- 
IRO and BATTLEZONE 2000. Four games are scheduled for 
release dunng April 94. These are RAIDER. EVOLUTIOR: 
DIN0DUDE8 fknown as HUMANS on other formats), TEM¬ 
PEST 3000. and ’TREVOR McPVR XR CRE8CERT GALAXT. 


A COMPARISON 

The Jaguar is certainly on amaelrtg machine but how will It 
fore against the established console fovouriles of today? 

Compared to Nintendo’s Super Nintendo and Sega’s Megad- 
rive the Jaguar looks Immensely po»vrfuI. It’s much foster at 
handling graphics. It can 200 m and rotate much quicker than 
the SNES. and hsts much dearer sound than either, bewever 
this Is only to be expected from a console using technology a 
generation on from its competitors. 

How does the Jaguar compare to Atari’s other ’main’ games 
machine, the hand-held l^nx? It’s certainly a lot quicker and 
has better graphics. The Lynx Is smooth with It’s zooming, but 
the Jaguar can do It even more fluidly. Then again the Lynx Is 
only 16-biL and what It does. It does extreme^ well. Many 
people who worked on games for the Lynx are now producing 
for the Jaguar, as are many other software houses, so the 
future outlook Is good - assuming Atari get their Jaguar 


marketing act logethcrl 

Many of the games plann^ are major rewrites of old 
fovouritea from the Atari Classic and the ST with such added 
delights as full scaling and rotation, stereo sound efTecls. and 
Improved gameplay. For ejample. Tempest, when 11 was re- 
feased on ST. was slated for It’s terrible graphics snd 
sound. On the Jaguar, however. Tempest 2000 has already 
been dubbed by one magazine as the best shoot ’em up ever!' 

FUTURE ADD-ONS 

Already out In (he USA, the CD-ROM drive for the Jaguar 
allows you lo play much bigger games than you could off 
eartrldge. It also allows you U> play regular music CDs and 
Kodak’s new Pfwto-COs. It plugs into the Jaguar's cartridge 
port and sits In a groove on (op of the machine. According to 
one Industry expert. U looks a Uule Uke a tolkt. and the Ud 
even lifts up Ukeorwl It uses a double-speed CD-ROM drive 
and so can pk^ video clips and produce superb sounds at a 
decent speed, in turn Irtcr^sing your enjoyment of the 
machine. 

There’s also a custom edge connector on the back of the 
Jaguar for linking to a modem. TTils allows multiple player 
games all across (he country via the telephone lines. 

AVAILABILITY 

The Jaguar fa not generally available yet Only a few have 
been shipped Into the UK so for and these have been scrapped 
up by magazine levloverB and other lucky people, You’re r^ry 
unlikely to firvi any In (he shops just yet. but they should start 
appearing In a fow months time. 

Quite a big surprise came when (DM aniMunced that they 
would be responsible for producing the machine for Atari. TTxy 
are also In charge of dlstilbutton. 'This is a shock, because IBM 
are mainly Involved with business computers, and the Jaguar 
Isn’t really (heir style. 

Atari have announced that the games coming out for (he 
machine should cost no more than Nintendo or Sega games. If 
(hey do coat more. Atari will lose many sales, because prtces of 
(he Megadrtve gomes are now rising above the £60 mark. For 
example, (he Virtual Radng cartridge, which contains a new 
chip lo speed up graphical aerations, costs over £70! 

OVERALL COMMENTS 

The Jaguar Is an amazing machine without a doubt but It 
does need (be promotion from Alaii which has been sadly 
lacking with other Atari products. We have beard tiiat Atari are 
planning lo spend £45 million on worldwide promotion of the 
Jaguar. If they achieve this, we feel that the Jaguar could be 
THE biggest selling console around. This also depends on the 
price and quall^ of the games produced over (he next year. 

I (opefuLty these new games will exploit Ihe machine more than 
Cyb e rmorph. With the Imminent release of the modem and the 
CD-ROM drive, the Jaguar looks like being the future of 
gaming as we know It. 

^leckxl (honks Co John DoLdson i/nr.. Mono^fn^ Editor 
of Maveri^ Magazines, for the loan of the machine and 
Cybermorph game. 
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EXTRAS 


I n Issue 63 I examined the SAM Desktop Syslem. a new 
dO* column operating envlmnincnl designed by llorald 
Schonlekl and Andreas Btnner. SAM tiansfnms your 
Alarl’a ’fn>nl er)d* Crom an uninspiring Ready prompt or DOS 
screen to a mouse driven GEM'Uke desktop with wiraJows. 
pul]*down menus and severe) Integral utilities. The catch Is 
that SAM cannot bunch standard DOS programs, so Its use* 
fulness Is limited to the scope of those beihues provided. 
Recognblng this drawback, the authors have b<«n working on 
a new range of accessories which con be bunched from SAM's 
'Access/1 nib' menu option. SAM Utility Extertslons 1 end SAM 
Dudget ore the Dret two accesaoiy dbks to aiTive via the UK 
distributor. Dean Corraghty Software, 

SAM UTILITY 
EXTENSIONS 1 

SAM Utility Extensions 1 comprises two separate programs. 
Firstly. SAM CONVERT Is a file conversion utility br the SAM 
Texter application which Is supplied on the desktop system 
disk. Its purpose b to transform documents ereai^ usings 
varieiy of word processors into the unique fermat required by 
Tfexter (and vice versa). When you select Convert from the 
accessory list, a menu presents five alternative options • ASCII 
Id SAM, Atari Writer to SAM. Star Texter to SAM. Austro Text 
to SAM and SAM to ASCII. I haven't come acrose Star Texter 
and Austro Text bebre. but they are apparently well known to 
German Atarlans. Because SAM Texter restricts file bngths to 
14400 bytes, you may need to convert large external files tn 
several passes. This point aside, the whole procedure Is quite 
straightforward. 

The second accessory. SAM CREATOR, is an extension to 
SAM Painter which, like Texter. Is a utility that's provided with 
the main desktop. It allows you to Import files from the popu* 
lar Micro Painter brmat. and also scan boot disks le>g< com* 
mercbl games) for pictures. If you find something artistic 
lurking within the sectors, It can be saved as an Individual fUe 
br subsequent transfer to either Micro Painter or SAM. There 
are two pull •down menus tn Creator • File and Options. From 
the File menu you can load from or write to a disk al a selected 
start sector, and also load or save a picture file tn the desired 
brmat. The Options menu lets you toggle the picture formats, 
set the verify and sound status and select a disk drive number 
to use. 

If you plan to experiment with Texter or Painter then th es e 
Utilify Extensions should certainly prove helpful. Both acres* 
scries are based upon the standard user Interface conventions 
of the SAM Oes ktop. so tf you 're accu stomed to this system 
you'll know what to expect. 

reviezved by 


SAM BUDOET 

Above ail else, computers are good at performing rapid calcu* 
boons. Spreadsheets provide an interface to the compute Ps 
raw processing power * they aUowyou to labublo numbers 
ar>d formulae ai^ subject these to complex or repeUUve com* 
putaOoru. SAM BUDOET is a basic spreadsheet application for 
users of the SAM Desktop. An obvious use ts to krep track of 
your personal finances, hence the title of this program. 

Sprevlsheets vary In thetr stse and power. SAM Budget per* 
mits a total table stse of sixteen by slxfy*four ccUs * not exactly 
huge but probably sulfrcknl for modest purposes. Thanks to 
SAM's 80*cDlumn display mode, you can always view a Viln* 
dow* of nine by slxtren reUs. Each cell ts fixed at a width of 
eight characters and may contain a number, descriptive text or 
a formula. Formulae can use the standard arithmetic oper* 
atore and refer to acCuoJ numbers or the oontenu of other cells 
In the spreadsheet. The malhemaUca functions svslbbte are 
Square Root. Logarithm. ExportenUaJ arxl Absolute value. 
Other functions alfow you to find the sum. average or extreme 
values of cells In a selwied range. To perform the final calcub 
tbit, you must click on * 0010 ' from the pul]*down menu. 

A variety of ediUng options enable you to carry out common 
tasks such as Inserting new rows, moving to a partJcubr cell, 
erasing portions of the spreadsheet and copying sections from 
one loretton to another. There are some noticeable omissions 
however * for example, you can't copy a formub to other cells 
so that the references are automatically adjusted. Having ere* 
ated your spreadsheet, the whole table or a seetbn can be 
saved to disk for future reference. Finally, you can print out 
the entire spreadsheet using an Epson compatible printer. If 
your printer b not wide emugh to accommodate the full width 
of the table, you can print the kfl or right halves sepantely. 

SAM Budget b. by any ataridaids. rather restricted In Its 
capabllJtlea. lb be fair, the program Is primarily Intended for 
personal budget calculations and doesn't pretend to compete 
with more sophisticated packages. If you want to become a 
serkms spreadsheet user this one Is unlikely (o Impress bul If 
you're commtUed to using SAM. SAM Budget Is well worth 
having as an extra. 

ORDERING INFO 

SAM Budget ts priced atX6.9S ani SAM Vtilty Cxiensfons 1 al 
£3.9S. These programs ivfB only woric in conjunction wiih the 
SAM Desktijp System whk:h ts available separuiely. price 
£13.96. All ttems are produced by PrMver Per Post and dlsOi’ 
buJed tn dw UK by DCS. 62 Thomson Aumew. B<Jby. Doncas¬ 
ter. DN4 ONU. Tefrplwrtf 0302 855026 

Paul Rixofl 
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Dear Reader, 

Durtn9 last two yoars. ANG hs* mfeoducad M loNowing 9 amas 
to lha Anri e*b(( mwkat n Eurofo 

ANO Productions 

Whoopi. Whoops H. Baiicdup, TML OfumoMor. Ssp^f 
C9n»trvel0f. ZePuland Shft'. Cotor Font EOikx. ThktM. 

Johnny Tho Ghoit Sieroo Drumodrtor II. Utm* ANG Sampio 
Utility Disk SotMd TrocAor Phiywr 

ANQ Liosnsss 

£t/fk§. Doimoa, Dartt Abyss, Atoniia, ThMilror Tanks. Insida. 
Midni^i. Sp4cW Foroas. Tachnus. Saivarsi. Oparacfon 
(* AMmia. Johnny'9 Troutio. SOS Saum, AMtoi. 

\rm hilp9 


Sal 


ANQ Import 

Adsx, Artofocl. Tha Convicts, Oigi Duck. O'op N. Oanknaas Hour. 
Frad, Misnon Shark. Gabi. Mans Atoas. HydraoiA. Monstrum, 
HurmnoU. Tho Cvrm Kuk. Imagirva. MiH. Mac» VotOgkm 
(1 A 2), Toetie. Smui, Naron, Chaos Muno Compoaar. Sopoe 

Now H’o up to you! Wo wfH 9u$>poft Pogo € ¥rttH now 
ifama to rovimw. wo wlH oupport you with now produc- 
tiono mnd fmp^ oo tong mo you auppoft uot Moot 
Itomm mro mvmilmhto through our diotributoro off 0 ¥or 
Europo or mti Homo diroeily from ANO oortwarmt 

Wnta in 10 00r FPEE catalogua sannea and you wil gat ttw 
g«ha Simpio MIndo for traa' Baiidas al our dMt soKwara wa 
hava a lot of emoomito ooftworm, eortfUgoa artd hmrdwoto 

A NEW GENERATION SOFTWARE 

RIODERKERKSESTRAAT 60 
31URK SCHIEDAM 
NETHERIANDS 
t#»/FAX Ml)-10-4271732 
from the UK: 010-31-10-4271732 


MICRO DISCOUNT 

265 Chester Road, Streetly, West Midlands. B74 3EA. England 
Td: 021-3S3-573D or FAX: 021-352*1669 


DISK SOFTWARE 


ARTEFACT £ 9.H 

BANG BANK C iJH 

BATTLESHIPS €4.50 

HUMANOID £ S OS 

INSIDE € S OS 

IMAGINE CS.9S 

DALLAS QUEST £0.95 

DARKNESS HOUR £5.95 

DARK ABYSS £5.95 

MIEC2E VALDGIRAH £7^ 

MIOMGHT £ 6.95 

MICROX £6.95 

OBUTRCHD C6.95 


SEXVERSI 
SOUND TRACKER 
SPECIAL FORCES 
TAGALON 
TECHNO NINJA 
THELASTGUAROtAN 
THE BRUNOLES 
NEW BBUNDLES EDITOR 
THE CURSE 
DROP IT (50 TETRIS) 
VICKY 

MEGA MAG7(2dMs) 


£5.9$ 

£S.9S 

£6.9$ 

£ 5 .^ 

£$.95 

CS.9$ 

£15.00 

£7.50 

£6.99 

£5.95 

£5.95 

£4.00 


COMING SOON • r*34 THEPOUS02FlA)Cil TANK GAME 


SPECUt PACES FOR ZFPPEUH OiSKS • NOW tt.PS each 

HARDWARE 

NEW ATAR11020 4 COLOUR PRINTER PLOHERS £25.00 

NEW ATARI TOUCH TABLET I ATARI ARTIST SOFTWARE £19.95 
ATARI PEN A CARTRIDGE SOFTWARE £19.9$ 
WOZTRONICS 2$6k 600XL UPGRADE (PART KIT) £10.00 
MICRO PRINT CENTOQNICS INTERFACE _ C28.0Q 

ROM CARTRIDGES FROM £2.50 

COME AND SEE VS AT AMS AND HEAR 
THE l&BIT STEREO SOUND FROM A130XE! 

PULL OSTAtLS OP ALL THE SPECIAL OPFERS 
IN OATA-BASe CATALOGUE No. f£ 

SO pan pa lor m minglo oopy or £3.S0 (pomtml ordor) UN 
for 12 tmmuoo. £0.00 Europo; £lO mtmowhoro Air 


NORTH OF SCOTLAND ATARI USERS GROUP 


NOSAUG 

NEW ADDRESS 

Please send all orders and correspondence to the following address 


★ 

NOSAUG 

★ 

★ 

P.O. BOX 10001 

★ 

★ 

PETERHEAD 

★ 

★ 

AB42 6ZN 

★ 


FUTURA 


NOSAUG PD 
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There are hundreds of 
famous games for the 
Atari Classic but most of 
them are no longer avail¬ 
able. Software Classics 
looks at the games with a 
difference - you can still 
buy them today! 


MIG ALLEY ACE 

too ALLEY ACS la ain aarlal combat slmuUilion by Mtcrop* 
roae Software who hod a base Ln Tblbuiy. Clouceaterahlre. Tbe 
game waa written at the height of the Atari Claaelc boom, back 
in I98S. and la Atari 400/800 and XL/XE compatible (48k 
memory required). 

Mlcroprose were a highly respected software house In Atari 
and other computer circles, artd they produced some ml ge ms 
including: Sob Flight. F* 15 Strike Bagk. HeUcat Ace and 
Spitfire Ace. Ihcy produced war slmulaUorts. a submarine 
simulation (Silent Service) and an Air Traffic Control simula¬ 
tion {Kennedy Approach), among others. Mkroprose in (he 
USA were reported as sper>ding S1 mJiHon devebptr^g each 
simulation In the mid )960*a. so the quality of this ^me la 
obvious. 

In Mig Alley Ace you play the pan of a pilot (Squadron Leader 
in iact) in charge of a Jet flghter during the Korean War. The 
Korean Wax commenced in 1950 when the USSR moved Ita 
troops in to southern Korea, A three year confllcl ensued, and 
Mig Alley Ace simulates five stages of the confUct. Each of the 
live scenarios presents a different challenge, using dlJkrent 
aircraft, arxl can be selected br play at the start of the game. 

After booting the game, you are given three choices of game 
state: sob (against the computer), two player head-to-head. 



combaf Jligtd sinudators 


and two player cooperative. The latter option allows two play¬ 
ers to cb battle with the computer Job)iJy • 1 have not tried this 
option yet. although 1 am sure it would be gieat fun. You may 
also choose from the five scenarios available and four skill 
levels. The scenarios to choose from are as foUows; Rattle for 
Pusan September 2nd 1050 - using an F-80: Sunebon Airdrop 
October 20(h 1OSO • using a modifl^ C-110 tnnsporl plane: 
Mig Alley December 7ih 1050 • u sing an FOP Pa other: Slnu lju 
AlrSeld danuary 23rd 1061 • using ari F-66 Sabrejet and 
Operation Strangle dune 20th 1951 • again using the Sabrejet. 

The graphical presentation of the game is exceIbnL Ihe 
screen la split between two cockpit views, one for each player 
(computer or otherwiae), A moat impressive 3D view opens up 
from the cockpit of each plane, with a target and range of 
instrumenta on display, the simulation Is definitely combat 
based, rather than although a few basic (light concepts 
require learning. Jnstnimenis include power, altitude, rear 
view iTrirTtir. speed and ammunition. The Instructions also give 
a brief outline of some basic flight manoeuvres, 'the aim of the 
game Is to deatroy as many enemy aircraft as possibb before 
you lose three lives. You bse a life each time you are des¬ 
troyed. although, having been hit. you may be lucky enough to 
eject or ditch the plane safely. Each enemy plane destroyed Is 
worth 1200 to 2400 points, dependant on the amount of time 
taken to hit It. and upon the skill level selected. 

I was very Impressed with the graphics and smooth scrolling 
In this game, particular^ as an enemy plane approached. 
Instead of the ustia] dot in the distance growing and growing 
into a plane shape, a real perspective Is given to enerrty 
aircraft. If the enemy pulls away from you. the perspective 
changes accordingly. I found the plane reasonably easy to 
control, although 1 did feel It was a bit sluggish (compared wllh 
Fighter Pibt forexampb). However, this Is a simuladons of a 
1950*a jet fighter, and I have no doubt that the handling of the 
plane reOects this point What ts very difflcult at ftrei is 
controUlng the plane whilst In a combat situation. 1 four)d the 
best lactic was to try to get behind the enerny, and lake him 
out whilst on his tall. 1 have onty tried the (Irst two scenarios, 
and I am quite sure that other tacdcs will be necessary to be 
completely aucccssfuL 

The whole package Is of a high standard of quali^. The 
instructions are reasonably detailed and not only give you the 
basics of playing the game, but also background on the Korean 
War. backgrourvd to each scenario, flight techniquca, combat 
tactics and advanced fighter pilot techniques. It Is obvious that 
the designers have given a good deal of thought to the Im* 
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plementaUon of this simulation and this game Is probably Ihe 
closest any of us arc likely to gctio ffylng a Jet fighter. One 
impressive feature Is the constant change of brightness 
brought about by flying towards or away from the sun. Indeed, 
the glare experienced when (tying direct towards the sun can 
be quite alarmljig. 

AU In alt I found this to be an exceUeni game, well written and 
implemented, and a great addltfon to any mUection be It as a 
night simulator or combat simulator. Don't miss out on this 
classic. 

AZTEC 

CHALLENGE 

AZTEC CHALLESQE was a Top Ten Hit release of Maynanl 
International Limited. Berkshire. “The cassette Inlay states that 
ihe game Is for Atari 800XL's and IdOXC's. however ii is only a 
very shon loader artd wlfl definitely run on a 65XE and prob¬ 
ably other models. 

Aziec Challenge is set at the ancMnt Mexican pyrarrUd of 
TerxKhUtian. where the Aztec gods hove demanded a human 
socriflcefll and guess who’s In hot seat.... Your only hope of 
escape is to survive a series of tests In which your agJhiy and 
stamina are pushed to the limit. The cassette inlay continues 
'Over the centuries, your race has developed amazing abtJlties 
In running jumping and leaping. This is your on^ chance of 
surviving the Aztec Challenge - a challenge an epic scakT, 
Once ihe game has booled, you are presented (briefly! with a 
UiJe screen, and a short blast of the title music to The Good, 
the Bod. and the Ugly. Unforturtaiely. that is the extent of (he 
musical accompaniment In this game. The game itself Is basic¬ 
al ly a test of your coord Inatlon In Ju mplng over and through a 
variety of objects. There do not appear to be any genw to 
collect, any nasties to shoot or any damsels to rescue. SUU. Ifl 
Mrtrt about to be sacrifleed to a pyramid I don’t think I would 
worry loo much about gem collecUngt 
The graphics are ryjt over Impressive, with a small figure set 
In a running motion and a constanUy scrolling screen sparsely 
decorated wfth cactus plants and obstacles such as walls. I 
tried to speed up and slow down the flgurc constanUy during 
game play, and as there was no response, the did rxX 
seem to run smoothly, I also found the jumps very dtfllcult In 
places as they seemed to need pixel perfect reactions. I worked 
my way through The Grounds (level 1) and some of The 
Columns (level 21. The cassette Inlay refers to Grounds and 
Columns. Pire Caves. The Balons. The Gems. The Walls and a 
note to say that 99 levels are featured in the gam. This gives 

REVIEWED THIS ISSUE 

MIG ALLEY AZTEC MILLIPEDE 
ACE CHALLENGE 

PuWsher. Microprose Pubfesher Moyriord PubWw Atori 
Prw £6.96 Price- £1 96 FYice £$95 

Disk only Cassette only ROM ortfy 

AU these tUles ore currerttly avaUabie/mm the PAGE 6 ACCES¬ 
SORY SHOP and some may be auodobfe Jrom o(/vr <ulLert(5er3 


some variation on the Jumping theme as you must Jump over, 
under, through and onto various obstacle throughout the 
game. 

In the erxl. my concliision Is (hat although (his Is not a great 
game, and is certainly not a sophistliated game. U Is certainly 
a challengr to which I devoted nure time than I care to admit 
If It keeps you playing to beat that one extra round than It 
must be worth the£1.9S for less) aksking price. Once again, 
this one is Transdiskabfe: XT or XL/XE Menu - Non Standard 
Tape Read * dcfeult settings. 


MILLIPEDE 


MILUPtOB Is an arcade blockbuster simght from the pub 
machine, brought to the Classic by Atari Inc. It was released In 
1984 on cartridge for all Atari compute™ wiih a minimum of 
16k memory. 

Millipede Is a close relative of the other arcade glam. Centipe¬ 
de, and Is very similar In game play. A number of exua 
features are IrKorpocated In MllKp^e. These Include different 
bugs to wipe out DDT bombs to help wipe out large numbers 
of insects, swannlng phases and the ability to set a slarur^ 
score. 

The Instructions aUte lhai An army of menacing mllliprdes • 
cousins <rf the famed centipede • have Invaded your garden 
patch, and you muat shoot arrows at them to rid your pbl of 
these pesky pesU‘, The millipede Is not ihe only problem you 
have to deal with, as also present In the garden are Jumping 
spiders, buzzlngbees. bouncing beetles. rr>osqultoes. dragonf¬ 
lies. Inehworms. and earwigs. Each Insect has Its own charac¬ 
teristics. arid lU own valtic when destroyed. Particularly 
bolheraome are ihe earwigs which are dl/TlruH to hit and 
poison every mushroom they come Into contact wllh. Poisoned 
mushrooms are bad news as the millipede will go absolutely 
crazy when It comes Into oonlact with one. arid charge direcUy 
at youl 

The game Is played with ellher a Joystick, or a Irak-bail. I only 
have a Joystick, so ) wasn't able to try the game with a 
(rak-baJI. I am sure that lire game Is really playable with a 
tfak-ball. which allows more flexiblllQr m rTWVcment Having 
said that, it Is also very playable with aJoysUck. One feature 
which did puzzle rrK was (he selection of starting points. I 
KMtty can't imagine why anybody would want to start a game 
with 30.000 points. Perhaps ft Is Ibr those people who are Just 
to desperate to beat that elusive high score. 

With many new games 1 am amazed at ihe Intricate graphics 
arrd numerous functions programmers manage to produce 
with our classic 8-bll. However, no matter how well Imple¬ 
mented some of these new games arc. they never seem to 
challenge the simple playability of the oldies. Millipede Is an 
old. simple game that Is Just addictive and fun to play. This 
^me. and many of the other cartridge based arcade games will 
be around long after the last Se^ Is laid to rest 


oV <•> 


reviewed by 

Mark Stinson 


Now Atari lAor - Issue 66 


16 


XL/XE UTILITY 


EASY PROGRAM 


IJ'you want to check some 
routines in the middle of 
a programming session 
try this handy viewer by 
David Sargeant which 
allows you to scan 
through any Atari Basic 
program 

When (write progmxns on my Atari Classic. I often want to 
refer to prevtnua llaUngs to remind n^oelf of how I have 
handled a particular progrwnminjt problem In the paat The 
eort of utility I steed would be executed from 0A51C. U arould 
read a lieUng from a dlek Hie Into a text buffer and vrould allow 
me to browse throuj(h U at uriU. A Word Proceaeor. of courae. 
would let me do thl». but 1 would prefer not to use auch a 
dedicated piece of software. Nor do I need any edIUnff fadliUea 
that a Word Proceeaor would provide, so one would be unauit* 
able. A BASIC program purposely written to meet my retpilre* 
menu would be more useful and this Is the premise of rny 
program. 



bop la continued, but If there la ruH the loop Is exited and a 
message Is printed lo tnfomi the user that the listing Is 
truncated. The line length la decreased by I to exclude (he 
Carnap Ketum end of line marker In subsequent modules. 

CONVERT: Data Is stored in the bsUngs file as ASCII bytea 
yet for this program to mabe sense of (he data each byte has to 
be convened to U's relevant Atari Iniemal Characiar Code. 

'nus module convaita all the data In the liiK buffer. 

COPT: Ihia module copba ail the daU from the line buffer k> 
the text buffer. It also updates the buffer offset address and 
the line cotmier which are used later In the Me viewing sec¬ 
tion. The machine code roudne Is taken from Page 6. Issue 37. 

The output procedure uses the same machlrte code routine as 
In (he Copy module above. After the Index Into the text buffer 
has been calculated a pre-deftned number oTbytes are moved 
to the video RAM. 


PROGRAM 

DEVELOPMENT 

The Input procedure ts a bop consisting of 3 modules, which 
are mainly In machine code for speed. The bop ts exiled when 
the last Une of the input Me has been read or the text buffer la 
full due to Insuiftclent memory being reserved. The size of the 
text buffer Is determined by the variable B51ZB which Is a 
calculation of the maximum number of pages allowed dmes 
the size of the video RAM. The current selUngtofora max¬ 
imum of 20 pages which gives a text bu ffer of 19200 bytes and 
is enough br a listing of approximately 160 program lines. The 
3 modules are: 

READ: A program line Is read from the listings Me into the 
Urte buffer and the Une length Is returned to BASIC. A line 
counter ts then calculated to rnakc sure that there is enouf^ 
space In the text buffer to add (his line. If there is the input 


USER GUIDE 

After a short InlOallaatlon deliy the user Is prompted for the 
name of the listings fUe. Enter the name or press the RETURN 
key to end the (tfogmm. If a name has been typed the program 
attempU to open the disk Me. An error message is printed If It 
is unsuccessful and the user is prompted to start again. 

The UsUng Is then read into (he text buffer and the 6rst page 
Is pfinied. The rwxt or previous page can be accessed by 
pressing the re^recUve up/down arrow cursor key. The view¬ 
ing can be terminated by pressing the ESCAPE key where the 
user Is prompted again io enter a Me rvame or to press the 
RETURN key. 

Although this program Is meant to be used with program 
listings files (BASIC programs saved with the UST command). 

U (an also handb any Me using a Carriage Return (ASCII 155) 
to delimit each Une. 

Source code listings overleaf vs 
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CH 2 BCH • CASV VXEkCll 

RZ 2 BEM • hV »*vi4 5«r«*aiit 

XV 4 REM • ----------------- 

KC S RCM • MEM RTRR USER - JUB6 X994 

■M 7 REM 

OC 17 COTO 7RR 
RT ARE RCH M 

CK AIR OREM tti , 4. •. "R : **! PXLEMRHER:** 

** {ROKE 7R4.2SV t Xxl 
MR iZR RRRZTtOH 2,trt •'§ 


DA 

13# 

POSITKOH 

Z.3tt -1 


■IK.UOH k 1 SI » U 

■ »** 

HV 

14B 

POSITZOH 

2.41T '*1 

Ffi 

ISO 

R:> 

P0S3TX0H 

2,6*7 *•! 

V 

MO 

IRR 

BOSXTZOH 

2.0*7 

V* 

TO 

170 

posxrzoH 

2,7*7 


etTORI BA^IC PR 


RK IRR SET m.KEVltP KEVxiRR TKEH ZZR 
ZU i9R ZE RBVxAZR «R» Z>1 tHEH isX-ltRRlX 
TKOM COl^l.HPHJ? *< "]FXLEHRf«t(X.Z)S** 
'*rSeTO IRR 

W ZRR XE Z>A2 THEN ARR 

9P 2AR R091TZ0M CRL41.R0H:* CHRSCR6V>lEIL 
EHRHERTX.XlxCHRR<ReV> tl:Z«lt60TR ARR 
HL 2AR REM fJ.I 

BB 22R CLRSE Itl S XP Xxl THEH RETURN 
VE 24R FXLE9REC$CXl:PXLEBRnC$:TRRR RRRtRR 
EH aA,4.R,PILESRECRtTRAR ARRRRtBCTURB 
SQ ARE RCK IJ 

KC ZAR eUrPCR$CA)=CHRR(R>iRUPFEflfCRRXZEtS 
CHRR(i> ttUEfCRf(2>XRUPPEt$ 

VO StR OPPBETxRUPfCRtTRTLtHCSxR 
Lfl SAB BEM lif-l-WBlVP 

PR S4R 9XZEsU9R<RRR<nCAB>.LRRUPPEB.AAR)tX 
P 5XZE=R THEN 6LRSE mtHETUBR 
UN ARR SIZEs9XZe’l{BUHllHE9=ZBT(9XZE/VeDL 
llXP RZ2E> <HIIM.1HE9RVG0LI THEN HHM.ZHE 
9xHIJW.tHES*A 

KK ARR XP CT0TLl«E5«HUMLIHe9>>NRKLtHrR TH 
EH RAR 

RK ARR Kx|JlR<lBAR« LHRUPPEH« RXZE> 

ER A9R KxURRCRBRCWZRI «LHRUPPtt.RPPSET,5X 
ZEA 

RT 4RR T0TLIHE5:T0TLXME5»HUM.XHESlRPP9ETs 
OPP5ET«CHUMLIHE5«VCeLAsSRTR S4R 
RK 8RR REM ia»BI.TE5l*l!B.IIIJll») 

ES SIR ? CHR$(A2RI sRPEH Ml. 4«R. **Rt**tPO«E 
7R4.28B:XHREMxR 

HV R2R LRSTPASEsXKT<TRTLrBE57UaOM):1P ILR 
STPRSEHUROWxTOTLIHCR THEH LA9TPRSESL* 
5TPASE-A 

BZ SAB OPP5ETxRUPrER«<tHREK«UBAM3 
CO 54R KxU5R(A0l<HC2$>>0PP5ET.5CRCEH.VRAM 
) 

RR SSR SET SA.REVSXF KEVX27 THEH CL09E HI 
rPOKE 7R4, 2BR!BETI1RH 

RR SRB RXRxR:0XBX0XB4CKEVxRA AHR XHREK<LR 
STPRSEl-CKEVX4S RHP XRPCX>R> 

KH S7i XP RXRxR THEM SSR 
CZ SRR XHREKXZHREK4R1R!COTO SSR 
CT SRR REM 1 JjMiimijPKa 

CR RAR PO5XTZ0H 4<R:T CHBS IZ5S>;**CrrRr **; 
PEEK<195);** *• 


9R RZR FOR RELRVxl TO IRRRSHCMT BCLAV:CLO 
9E Hi:SOTO ARR 

BK RAR P09XTI0R 4.R:? CHB$CZRll;"RUPf»r f 
wl - listiRR TruncatRA*' 

RC R4R FOR RELRVrA TO ARRRSHEKT RELRVSCLQ 
9C HASBETIIBH 
DO 7RR REM 

RP 7AR SOSUR RRRsREH Initialisation 
KK 72R SOSUR IRRlXF XxA THEN 7SR:REN Set 
filR naHR 

PR 7SR SOSUR SRB:RCH LoaH and stop* 

HU 740 SOSUR SRBiCOTQ 72R:BEM Print 
RH 7SR SRAPHICS RtEHD 
KS SRR REM lURlWMlAiil’l 
NT BAR BEM LtJJJJ.i 

VU SSR SRAPHICS RiSETCOLOB A.R,Z:SETCOLOR 
2«R*RtSETCOLOB 4,9«2 

TU RAR PORE SS9,RlP0KE iR,R4:P0KE 5A774,R 
41P0KE 782,A 

RP R4R BEM 

EK RSR VCRLX4RIVR0M=24:VRRHxUC 0L»VR0H 
ZK RRR HRHPRCESs2RtRSIZE = VRAm<AHPR6ESC»M 
K1X HE S : MRKP RSE SHHRO W 

HV 070 RIM RUPPERSTRStZEl jLHRUPPERSTAAR), 
HCiStARI «He2S<74l«PKLEHAICBIA2I.FXLESP 
E€B(A4I 

Vt RRR LHRUPFERf(IISCHBICRI:LflBUPPERBClSR 
> SCHRB CRI ILHRUFPER# C2>xLHRUFPERB 
ZA R9B FILES»EC$X’*R;*‘lLHRUFfEB = ARB{LHBUPF 
EBB>iRUPPERsARR|RUPPEB$> 

SR 9RR SCREEH:PEEKCRRM2RRHPEEK(R9I cCOLxE 
2:R0MSS 

VZ 91R REM liUMliM tliH.U H 

OT 920 POB XXA TO SRlREAR AtMClS<Z,XIxCHR 
SCAItHEKT I 

PT 9AR POB ISA TO 74>READ A:MC2A<X,XIxCHR 
t(A> tHEKT 1 

HV 98R POR XXR TO 74tACAR A:PORE ASAR»I,A 
tHEHT X 

KP 9SR POKE RRP.AStRETURB 
€S ARRR BEM UMiM■!'Trraiiw.’CTP;^ 

LV ARIR RATA AR4«AR2,AS,AR9,R«AR7«RS«S.IR 
4,AR7,S9«A.AR4,AR7.RR,A 
■R IRtR RATA AR4,AR7,7A,A,AR4,1R7,72,A,A2 
.RR.22R.AR9,72,S.ASZ,2AZ 
BH AR3R RATA AR9,7A,A.ASA,2iA,90 
BE AR4R REN flUJ?f.l I ■!him 

VK IRRR RATA AR4,AR4,AAA.204.AR4,AAA.ERA. 

AR4,1SS« 2RS,AR4,AZX« ZRS«1R4«APR,AR4 
RK IROR RATA lOR,AAR,192,286.200.A,2RZ, AS 
2,207,AZ4.ZRR.1SR«R.17P« 2R3«A49 
CR ARPO RATA 206,A9R,2R7,106.207.2RA.2RR, 
2RR,9,ARR,ZRR.106«2RR,201,2BR,IBB 
AX IRRR RATA A,9R,2AR.2RS.106.202.2R1.0.2 
RR,2,2SR«2R4,ZAR.ZR6.106.ZR6 
SH IRRR RATA 2RA.R,ZRR,2.230,200,192,268, 
208,211 

RA IIRR BEM 11 BUJil.'iq 

OB AAAR RATA AB4,AR4,ASS,204.1R4.133,2R3, 
1R4.AR4,AAA,206.ARR.R.177.203,24 
TV AIZR RATA 201,32«170,3.7R.56.O,24,2RA, 
90,170.3,70,03.0,24 

RH AAAR RATA 201,A2R.170.3,70.SR.0,24.2RA 
,100,170,3,70,06,0,24 
SC 1A4R RATA 2RA,Z24.A7S,AS.70.03.0,24.IR 
0,04.149.203,70,00,0,50 
JK 1150 RATA 233,32,145.203.200.24,190.20 
6.144,196.90 


NowAkvIUMr-luuedR 















EASY PROGRAM VIEWER 



;Hov4 noHory call with ) ; 

{X=1ISR<A0A CHC$} ,r0Ol4, TO.HIimCA) ; 

a • • • • • 

STORCl 

•••• •••••••• •••••••• « ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ ^ 

s $CB ;FROH a44roos. 

ST0RC2 

= SCR ;TO a44ross. 

STORES 

: TCP JMIIWCR. 


ARC 

SAAAA 

START 

RLA 

;Ro of valuoB. 


RtA 

istara msr ana 


STA 

STOREl*! ;LSR Of Start 


RLA 



STA 



RLA 



STA 

STORETf1 


RLA 



STA 

STORCt 


RLA 

;LAaa K ana v 


TAM 

/with nuMAar of 


RLA 

;Rvtos to NOVO 


TAT 

Iana Rtoro 


REV 

iRocroafo 


CRY 

•RPP iRUIVCR Ry i. 


ORE 

At 


ACM 


At 

STY 

STOREI 


STV 

STORClfl 

CORY 

LAV 

•SO 

LOORl 

LRA 

TSTOBEIT.T 


STA 

(STOREXI,V 


ACC 



LRA 

STORES ;BUMACR 004 


C»^ 

MSPP JChOCL that it 


ORE 



REC 

STRRCSfS 


LOA 

STORESfl 


CIV 

RtPP 


RAC 

LOORT 


RTS 

jiacL to RASXC. 

LOORt 

CRC 

STORES 


LRA 

STOREI 


CIV 



ORE 

LOOPS 


IRC 

SroRESfl 

L00R3 

IRC 

STORCt 


LOA 

STORES 


CIV 

lt$R 


•■C 

L00R4 


TRC 

STRRC241 

L00R4 

CRY 

•RPP 


ORE 

LOORl 


CRR 



CONVERTJiSM 

Assembler source codejbr converting data 


RAMMOVBj^SM 

Assembler source code for moving RAM 


M lin* of toxt Call with 
;K=U9B<*DRfHC$).BUFrCB.PTTESS 


$TOBE S SB4 
ZOCB = $0340 
ICCOH S 10CB42 
ICBAL = 10Ce*4 
XCBAH = ZOCB45 
ZCBLL s lOCBtB 
ICBLH £ 

CZOV = $E4S« 

006 SOOOO 
START PI.A 

LOK U$19 
LOA BSRS 
STA ZCC0H>X 


sstoro. 
;Z0C0. 


RETURW 


;czo. 


:ho Of vail 
;ChAOAOl. 
;6ot toxt 
;Co«Man4. 


ZCiAH.M 

ICOAL.K 

ICRLH^K 

ICRLL.K 

eiov 

ICBLL.K 

STORE 

tCOLH.K 

STORE41 


S»4dr9S§. 


;HasiMUM no Of 
;bytos to 
;rood. 

:CA11 CIO. 
;8otvrn with 
; 4 ctiJ 4 i no of 
;hytos r044. 


GETUTVBj^SM Assembler source codejbr loading ajile line by line 


kauo6&-Now AtortUsor 





























PRINTER UTILITY 


DESINAID 

A 24 PIN CHARACTER DESIGN AID 


Eddie Bennett has 
developed this fine 
program for use on his 
Epson LQ-500 printer but it 
should work on any other 
24-pin printer that has 
true Epson compability 


but U needed in the daUi for downloading. 

iTie left rnargm is 38 mlnue the width of your character 
dMded by 2. [this puu ft cenicrad). Fbr the moment leave the 
margin values as they are. I wUJ explain why later. 

If you pressed't* you wlU be asked for the C1(K8 number and 
width of the eharacter you wish to load. The fUe name will be 
displayed. Press RETURN to con Arm or change the dilve by 
pressing D and the number before conArmlng. The Ale wlU be 
loaded and the SCREEN SETUP screen wUI be displayed shaw' 
Ing the atinbute bytes and character loaded. Again press 
REHJRN Id confirm or change the values first When you load 
an old screen to get a mirror copy don't forget to change the 
character lobe SAVEDctn the 'Screen Setup* screen. 


T he program *OESINA]D.BAS' allows you to design your 
own characters without the chore of s^xwed paper, 

• .ili uUung data values and then typing in the data. 
You design your character on screen, with a JcysUck in port 
one. on a matrix 24 plxeb high by berween 1 and 37 pixels 
wide, giving a maximum of 888 plxeb. U wi|] print out the new 
character, print a copy of the design matrix or write the data 
Statements Into the program ready to be saved to disk in UST 
format for future use. 

On the first screen you select Atari Basic or Turbo Basic. The 
next screen asks If you want to load an old screen or go to the 
design screen. If you select the design screen you can select 
inverse or normal. If you select to load an old screen you can 
select Inverse and/or mirror Image. If you select one or both of 
these options you wlU not see the result until you press 
OPTION from the design screen. Now when you print, blrxary 
print or load old screen from the menu you wtU sec the result. 


SETTING UP 

If you chose DESIGN SCREEN It asks tor the attribute bytes, 
which are the first three data statements preceding the charac* 
ter data, the character to change and confiimatSon (ordbk file 
name which will have the exter)der IQ’. The file name b made 
up from the CHRS number, a zero, the width, then LQ.fthb 
will become the file name for all saves until you Rerun from the 
main menu). The zero can be changed if you redesign one 
character mote than once so one does not overwrite the olh^ 
on disk. You cant download the same character twice at one 
go obviously. 

The right margin is set at I as it has no effect on any print out 


CREATING A DESIGN 

Now. at last you come to the DESIGN SCREEN 

With a joystick in port one you can now draw your design, or 
alter the eidsUng design. Tb set a point hold the trigger down 
and move off IL 

When eompleie. before pressing one of the control keys, leave 
the cursor on a point to be plotted otherwise you wlU have a 
stray dot The marks at the sides of tiie box are the botlom line 
of a normal character, the top Limit of a lower case character 
and the lop llmlC of an upper case character. Lower case 
descenders use the area below the bottom marker. Numbers 
are one row taller than upper letters. 

Pressing SELECT gives you a printout of Ihe screen ar>d 
START a printout of the redesigned characier. The screen 
rerrwiins dbplayed after OTART and SELECT, You can go be¬ 
tween designing. START and SELECT as often as you need. 
Or>ce satisfied with your design you can leave the design 
sc r ee n with OPTION. 

On pressing OPTION the dala statements will be written Into 
the program at lines 3756 to 3794 and you will come to the 
main menu. 

This b how the main menu looks:- 
Z>ir HsrdCopy 
Load Cujreat screco 
Save data to disk 
Rerun (Save data flist)! 

Print Character 
Binary dump 
Save for Merging. 

Quit (C.MENU to get back here). 

Tour choice—7 


New Alan u$er - luue 


ir 








The DIR and HaniCopy optioru default to DI:. You can 
chan^ the drive number by preaalng D and then the drtve 
nximbcr before confirming. The routine la from ^Mapping (he 
Atari*'. I once forgot that a disk directory is limited to 64 iUea ao 
It also ahowa the number of fUea. 

Load currant screen:- displays (he screen you have just 
kh and with ATARI basic i( can take over three minutes to be 
redrawn. With lURBO It takes no time. 

Sat« Data to dUlc;- lists to disk the data lines 3750 to 
3800 with the file name you chose at the first screen. Saving 
with this option allows you to reload it at a later date far 
modification etc and It can also be dovmloaded to the printer 
as is. For merging with other characters sec '‘Save far 
merging". 

Ranin:- Deletes Ones 3758 to 3794. line 110. clears vailabies 
and returns you to (he first screen. That is why 1 included (he 
reminder. 

Une 110 is deleted as the code "27.56.0.0.0* Is only sent once 
In a download session. If l( Is sent a second time the ROM In 
ihe printer Is moved down Into RAM again and all new charac* 
ters will be erased. Unes 3782 and 3753 have RRMS to this 
efieci also. 

Print eharotftsr:* gives the same test print as the START 
Option. The dliference is you can rrow alter the margin values. 
When you now save DATA the last margin values wdll be the 
ones saved. 


THOSE MARGINS 

Now why the margin values on the firet screen? 

The right margin has no efiecl whatsoever. ExcepL If you use 
the Interface 72000 version 1.8E and you design a characler 
v4lh a width of 27 with a right margin of 0. or, you get 27.0 in 
your design then you will have problems because when the 
Interface receives data 27.0 It doesn't pass It (o the printer, 
Instead It changes DIP sw 1 In the Interface to *on* and 
the reafier some codes, (especially 16). are changed before 
being sent to the printer. This usually confuses (he prinleras 
there are two data values missing. If it does print out fay some 
offchance It will be nothing Like your design. I ciared the 
problem by making the right margin 1. (I took two days to find 
the cause)TI 

In CH38028. LO I had a Une of data 27.0.46. The problem was 
1 didn’t notice as It worked perfectly with the P.R. Interface. I 
even merged It with 37 other chareclers. Vfhen I changed 
Interfaces. I found the 27.0 by using the FINDER program from 
Issue 37 which luckily I had. I changed the ofknding dais (o 
26.0.48 which altered column 19 row 6 slightly but It was not 
noticeable In the print out (binary dump is easier (o see). 

Both the 72000 and the ICD P.R change code 155 to 13. 

The 72000 also takes from 20 to 30 seconds befare It sends a 
printer error, so the printer error traps are not very elTkkent. 
With the P.R. It Is ImrrKdlaie. There are no disk error (reps so 
you might get a printer error which will be In fact a disk error. 
If you get a disk error before you design you will have to rerun. 


If It's aficr then a G.MENU stould work even after pressing 
RE^T. The data will still be Intact. 

The left margin positions your new character between Its 
r»elghboura according to Its value. 0 will butt up to the charec' 
ter on dw left arul as you Increase lU value it will move to the 
li^t until It eventually buns up to the charecter on the light. 

If your character Is 37 wide (the rnsiclmuml then you wlU have 
no kft or right margins. 

Binary dump;- duplicates the control key SELECT to print 
out the dot pattern as per the screen. It has to draw the screen 
again first and as explained earlier It can fake a long lime. U 
prints In draft mode to save wear and tear on the ribbon. (Une 
2680 does that) You un change (he background 0 If you wish 
by changing BNYg in line 2740 lo your CHRg choice or simply 
'space* to give a fancy display. 

Sam for Merging: wlU save the data to disk with tequen* 
Ual line numbers so that you can merge your new characters 
into one program far downloading. It Is saved with (he exien* 
der LST. At the end ofeach block often the file name of the LQ 
file Is displayed and It’s number ihat you chose from the merge 
menu. 

meu the printer lo its original settings and rettims 
you to basic but leaves the DATA lines and variables iniacl. A 
GOTO MEND wlU get you back to (he menu. 

If you want to see what Is going on during the blank screens 
you Mil have lo chan^ the POKE 709s from I lo 14. Now you 
wUl see (he IPfPlTTMODE rou dives In action. Unes 1070 and 
I860 are the main ones. 

You out design your charaders In draft mode, but the printer 
must be In draft when you load the program. The maximum 
width IVe managed to print Is 15, With this width (he charac* 
far will overwTifa pari of (he character on Its right. A width of 
10 or U will Just touch (he character on (he right. 

To use the download fadUty oTan Epson the DIP switch 2*6 
mvist be off. IKbufler Instead of 8K buffer. 

I wrote (his program because 1 wanted to print symbols in the 
text in LG 24 pin mode. I have Dot Magic. Daisy Dot (1. The 
New Dlgllal Editor and Fontmaster but I wanted also lo use 
the download faclll^ of the Epson LQ'500, 

You will find some exsmples on (his Issue’s disk In the Basic 
file *rEST.BAS. LOAD and run It with printer on line and paper 
In. *rhts gives an example of joining several new characters Into 
one downlead program. Ust TEST.BAS and you will see the 
farmaL *rhc listing for (he first character Is Intact except far the 
line DATA‘1. This llrfals transferred lo the end of all data lines 
and (he GOTO In line 3755 Is altered to sulL Line 3754 Is 
changed to show the firsi and last character to be redefined. 

Eieampfa 

CHR$(27);CHRS(3d);CHRS(0);CHR((l8t);CHR$(La8l) 

All the character CHR6 codes must be consecutive. 

Add as many redefirwd chareefara as you wish from (he 
attribute bytes to the last Data line then the next attribute 
bytes and so on until you add the last line 'DATA * 1". 

The redesigned characters In the LQ files w«re assigned to 
characters which were not consecutive. When 1 decided to 
merge all the characters ( had redesigned 1 decided lo assign 


£xamplg 

o/possfble 

characters 
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Tht$t Special offers are open to PAGE 6 readers, aod are eaUd from nov uatU tbe nert Issue of PAGE 6 arrlfes 

pH nr^ I ^ t ■■ ■ i ■ f . .uit ..._... 


Usl£d behw are 13 very tmeeial offers, whth wSi you to pur 
special prices you also get a FKEB n> PCSIT ^yourehoteh 
at the same time os the products you puniwe. so ff you don't has 
you a copy. Ail prices shown (except 3^' disks) mCLUD9 deitveryf 


be sent 
send 


O FFE R 2: Demo Maker tor £3.50 ^ sate 4M 
OFFER 2: Alien Blast fer £4.00 W sow 0^ 

OFFEK 3: Quick Ed for £4.50 ^ sme 4S^ 

OFFER 4: Maze Games Pack lawbreaker/Mouseallack) 

_ ^ br£6.96 tw s<a«£fj 

O FFER 5: PPP 4 Games Pack for £12.9$ tuoj s<a«i5l 
OFFER B: Digt Studio toTtS.OOfuousthxFTdS) 

OFFER 7;Pnnl-Fllerfor£3.26 ^sotarj.TOt 

O FFE R 8: Taskmaster for £3.50 (you £1 . 4Si 

OFFER 9! SAM Super Pack (SAM/IJud*ct/UoU II for £20.00 

t!^ save £1.9(9 


OFFER iO; QUICK with Support disk for £16.50 

_ fyousaveJS) 

OFFER JJ;Am 10 PD disks forJu8t£7.S0 inc. pAplII 
7V>ee PD dtsJr^ euo^ £5 spent does NOT to ^ (^r. 

You maf order os man^ PO disks as you Idee on this o/Ter. as lena 
a s they ore tn rrsjtiples < 4 10 

OPnR 1 2: A complete set of back Issues of our magazine 
Get issues 15/16/17/18/19 for JQSI£5 the set!! A 4 Issue 
s ubsc ription Is £6 

OFFER i 5: A eomp^e set of our old News* [Xs ks. Cel 
Issues I • 14 on SEVEN double skied disks for lusi £Sli 


double skied disks for Just £51! 


OTHER ITEMS 

WTH* The free PD dtsJc offer does NOTopfAy to Uems 

SW C>SpD Fuji brandad d^a (boxad lr> lO a) 5W SO emcHv lockabla diak aioraga box 

i . tS.SOaacri Inclodlr^p dal! vary! 

Thaaa pficBB !NCLUDe dallvary!! Bargain! 3W" 080D brandad d&ka: 26p aach 

(CM/f tor /argor quantity pneas*} 3Va" DSHD brandad disk a: 35p aach 

^ ^ MMMUM4 ORDER • COMPLETE WfTH LABELS - FULL Y GUARANTEED 
3Vk 100 capacity lockabla dlak box £4.90/ Mouaa mat £1.40/ 3W Haad Claanino kit with fluid £2.30 

DEUVgRY CMfiCes ON ZW DISKS ARE AS FOLLOWS: £4S0 par 100/ £2 dm 50/ 70d par 10 
Prieas on bosas. mouea mats md daaning kits INCLUDE dakvary) 


WANTeO: Your unwantad hardware and sottwara Wa buy daks 
tapes, caru. booki, old magainas and any Alan hardware Phone 
now lor an immediaie cash oflari 


kits INCLUDE daHvary) 

iME AND SEE US IN NOVEMBER 
AT AMS 8 


D.G.S. 62 THOMSON AVE., BALBY, DONCASTER, DN4 ONU, ENGLAND PHONE: (0302) 855026 


DESINAID 


continued 


them to characters CHR933 to 70. It dues not matter wrhai the 
orijtlnals were assigned to. In the group 33 to 70 ere the TULL 
Ihc COMMA* which meant switching on and off the 
character set which was a pain so 1 redesigned the foil stop 
and comma to be the same In KAM or ROM. I could have split 
the download Into two. 33 to 43 and 47 to 73. As It was the 
punctuation marks were easy to redesign. The LQ Ales there* 
fore do not all correspond to the TEST BAS tiles. 

If you only download a couple of characters then Enter aral 
run each or>e as a stand alorw program keeping lr« mind the 
remarks In lines 3762 and 3753. The CHRS numbers don't 
r>eed to be consecutive In this case. 

On the disk are some examples of characters I’ve redesigned. 
Enter CH&4030. LQ Into the program and you wtll sec IVe left a 
gap at column 23 row 12 (Blnaiy dump). Complete this hne to 
(he vertical line, print It. and you should see that the vertkal 
line is now deformed. Bear this In mind when you design 
certain characters. 


USING THE CHARACTERS 


Word Processors, (mine), don't hke Inverse characters so, for 
LETTER WIZARD 1 use the control codes “cbc".“4s" and then 
CHI In inverse to switch on and to switch off'esc %* and then, 
again In Inverse. CHO. 

MINI omCE II works with the print code suings 27,37.1 (on) 
and 27.37.0 folT). 

The program wUl not Basic compile nor 1‘Urbo compile but It 
will run with Turbo and foster than with Basic, lb make It 
compilable I would need to change the LIST and EhTlER 
routines which would defeat my object. As U is. It Is a simple 
matter (o Enter a rharacier for downloading from basic, or 
Load a merged group of characters without first having to load 
a special program. If I have one or two to download I leave 
them In UST formal. If I have m er ged a batch ! save them in 
SAVE format u I have done with the Ale TEST.BAS on the 
disk. For my purposes TURBO bask is fast enough. 

The Input mode routines were Inspired by an article In the old 
ATARI USER of September 1985 by Roland WADDILOVE. 

I have not been able to test the program on other ^sterns, 
therefore any problems may be due to my setup • the prlnUr or 
the tnieriaces. 


Once downloaded you can load your word processor or use 
them from Basic. When I want to use LETTER WIZARD or MINI 
OFFtCE II after downloading I do r»t swllch olT and reboot I 
POKE 830.1 RETURN then RESET, Pbr LETTER WIZARD hold 
OPTION down also. 

To use tbe new set from Basic 1 use the code *E8c.i2“ and 
then Inverse the character which Increases its ASCII nunfoer 

by 128. 


Because of its length the 
DESINAID program is only available, 
ready to run, on the disk for this issue 
• check the DISK BONUS page for de¬ 
tails on how to order 
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XL/XE Review 


NOSAUG ?A^PES 


Public Domain on cassette is as 
rare as an Atari advertisement on 
TV but Paul Rixon has found a 
source and checks to see if the 
tapes are any good 


T here hadn't muehJoyfi)rcQS- 

$ette u«ers tapes 

used tabeOv W medium Jot 
Atari games reteases buf nowadays, (n 
the obser^ mo^nsirrom s^ware 
houM support rwur S-bit products are 
olmoai disk related. Disk 

nvips or« a popular source qf s^tware 
a/d Irformatton, but how many tape 
mags have ^ou htfond eJ7 Publfc domain 
disk libraries offer a great opportunity to 
buy cheap scjtware. but how many strtck 
PO cassettes? Does the tOlO have aju~ 
Cure? 

WWL NOSAUG think sc. NOSAtX's orga¬ 
niser Stuo/t Murray. U'ho (s u«U knourn 
Jbr producir^ the rather g ood Futura 
fnopazirtf /nM to motion his oontrt- 
butlons}. Jbv^y believes (n equoi opportu- 
rUbss for cassette users. hto( on^y does he 
o/Jer rsteuanC extracts from FUauu on 
tape, bui a2so mainioins a unique cosset* 
(e Ubrwy of public ckvnain so^iMue. 
F^Uura has featured in dvse pages on 
seuerol occasions, so this Ome ue'U focus 
OR the PD coUecdoTL I've selected Jour 
cassettes Jor rvi/lew here but ihene are 
maryy rrvre available ■ fuetue ot the last 
count /wt (ntlitflir^ issues <f Fhtura. 

More are plannedfor the coming months 
and. of course. Stuart <uiU ylaiii/ send 
you full details of the up-to-date collection 
(fust send him an S^. 


FUN AND 
GAMES 

1 csin l remember the lost lime I used ir^ 
] 010 • U seems Ulte years, and probably 
is. However. 1 encountered no probkms 
sampUn^ the contenU of the first PD cas* 
aette • OAMBS 1. Ibis tape (a good 
^uall^ CM contaJru seven games, all of 
arhieh load tn the absence of Atari Basic. 
Printed documeniatfon Is supplied. 

Air Ifocirev is a very playable Simula* 
Uon of (you guessed Ji) Ice hockey for one 
or. preferab^. two players with joysticks. 
It's a bit like the old (avourtle Pong In 
that each player operates a bat and tries 
to gukte a ball (or puck) through the 
opponent's goal mouth. Ibe start*up 
menu allows you to alter parameters 
such as fricbon. bounce and velocity. The 
next game - Deoth Zone * was csigLnally 
listed In the now defuTKt Monitor maga* 
dne and is an excellent Encounter cJone. 
As you peer Into the colourful 3-D land¬ 
scape, your scanner detects an alien. As 
U screams Into view you wisely back off. 
firing salvos of energy bolls. You have 
survived this time, but how many more 
attacks can you withstand In the Death- 
eone? 

On a vioknt theme. Curtlemonla is 
a cheerful pusk for two players. Ihe 
joystkks manoeuvre two characters • one 
red. one blue • who Jump around a four* 
by*four grid. Wherever the characters 
larul. the square Is converted to the tor- 
responding colour. Each Ome four simi¬ 
lar^ coloured squares are connected In a 


row, the appropriate player gains a notch 
on the progress bar. It's simple, but good 
fun and very well Implemented. In 
Amphibian you have to cUmb a tree and 
knock dovm fruit onto the nasty dino* 
saurs below. There's some nice sound 
here, but the gome Itself won't hold your 
alIcnUon for long. Portunately the r>ext 
one - 7\uo Mate • Is a real treat It's a 
verelon of PacMan so needless to say you 
have lo eat the dots and avoid the bad* 
dlea. There are three ierels of difficulty 
aiul single or dual player modes. 

The £mpfre Slrifcaa Book is a PD con* 
version of the Parker Brothers VC3 game. 
Your job Is to defend the rebel base from 
approaching Imperial walkers, by flying 
your x*w 1 ng Aghler over these strange 
nwnstera and firing at a small target on 
their backs. It's quJU a challenge on the 
higher levels. The Anal gaime. Aodca, is a 
cfosa between Prog^r and Lunar Land* 
er. You must dodge an asteroid belt then 
overcome the atmospheric forces lo alt 
your apace craft on a small landing pad - 
gently does lU If succeaaful. you obtain a 
container lo take back through the aster* 
olds and fire Into the cargo bay of an 
orbiting mothership. I lik^ the shading 
of the background sccnciy. though other¬ 
wise this game Is rather duU. 

SERIOUS 

STUFF 

That's enough fun and games - onto the 
serious atufll UTIUTIES 1 contains 
no fewer than ten programs, three 
machine code and the remainder Basic. 
Page 6 Writer requires no introduction to 
long-standing NAU readers, since it 
appeared as a lype*lA UsQng back In 
Issue 50. Pape 6 Writer Is a woid pro¬ 
cessor Incorporating the usual editing, 
search/replace, format, printing and 
DOS fodliUes. Unlike many It can be 
used to save and retrieve documents on 


cassette as well as disk. Another tnat la 
JelTMlnter s Colourspace, ocl^lnalfy a 
commercial release but placed In the 
public domain diirlnA 1992. Described as 
a light ^nthesiser. the program Is much 
easier to use than explain. You basically 
press some buttons, waggle the joystick 
and watch the screen come alive with 
amazing patterns. For best results, turn 
down the lights and crank up the CD 
player. There are loads of adjustable pa* 
rameters. preset patterns, special effects 
and other goodies. Printed tnsirucUons 
summarise the numerous commands, 
the rest Is down to experimentation. 

For those with ardsQc ablU^. BBfT 
Artist Is a drawing package with all the 
expected functions - draw. box. fUl. dr* 
cle. rays and many more. It’s compatible 
with Koala. Micropaint and Magnlpiim 
picture formats but unfortunately you 
can't saw pictures onto tape. This draw* 
back aside. BBK Artist is a very compe' 
tent package. Oroaa Colculci(or has no* 
thing to do with deciding when It's time 
to nuw the lawn. It waa created for the 
Orarxl Rapids Atari System Supporters* 
Basic progrummlng class, and is basical* 
ly a desktop calculator. As vretl as all the 
standard arithmetic operators, it can 
handle hexadecimal to decimal for vice 
versa) conversions, roots, square roots 
and percentages. Meanwhile Sun PlelUr 
wlU tell you the time difference, sunrise. 
suruKt. lorigitucle and latitude Agures for 
any selected area of the world based on 
dale and GMT Information entered at the 
start Once a world map Is displayed, you 
simply point with (he Jc^tick to discover 
(he relevant Info. 

The remainder of UtlilOes 1 Is filled with 
less complex Basic programs. Butter 
Sketcher Is another drawing packai^ 
which lets you design pictures construe* 
ted from '2*D box' sections in a chosen 
colour. IfeeHca Is a two*w^ converekm 
program for those people who gel con* 
fused with centimetres. kUornetres. 
grams. Celsius and tbelr ImpertaZ equiva¬ 
lents (isn't It two grams to die inch?). In 
Door Prise, the computer selects win* 
nlng numbers between predefined 
limits. The results are presented In an 
attractive manner, which might be useful 
if you want to run a raflle. Gas Miles 
prints or dlspl^ a table showing (he 
cost of various journeys, based on the 
Input cost of fuel and average cor»ump* 
tlon of your vehicle. Flnalfy. 7^iny£iKi* 
luator provides a means to improve 
touch typing sklJIs, It presents randomly 
generated words which you must co^ 
while the computer keeps track of your 
speed and accuracy. 


graphics W3uld surely not have dls* 

DEMOS! 


There are only six p ro g r am s on (he 
AMAZING DEMOS cassette, but rest 
assured you vaU not be disappointed 
ivKh the content. The Flt/ibofnJc Demo Is 
probably llv best known of all Atari 
demos. ](features a spinning aid bounc* 
Ing Atari (FujQ symbol, plain on one side 
and' rainbow’ shaded on the other, all 
presented on a chequered backgrourd. 
You can press Option to change the 
direction of (be symbol’s spin. An Innova¬ 
tion In ita time. 'Dw Fujiboink Demo 
seems a Utik outclassed by more recent 
developments. 

Vdftea. forexampk. is s brlUlsnt de* 
monstratlon of page nipping and cofour 
register rotation techniques. I( depicts a 
constant spiral * s vortex. In fact! TTve 
LlfllaOefiM. from (he Dutch High Tech 
Team, was produced after their highly 
acclaimed BIC demo ard consists of two 
components. The first Is a scrolkr. with 
messages to read aid musical M^onqw* 
niment from the Ninja Commando 
(heme. The second is ... another scroller, 
complete with a digiused photo of the 
High Tech Team, more messages and 
more musk. 'Whoi^ Is the name of s 
demo by the World Federation of Mad 
Hackers. J( Illustrates (he power of 3*D 
vector graphics by displaying various ob* 
Jects • the Atari a O^py disk, a 
tle*flghler. a clock face etc. - spinning 
through space. BeUtSong O. from the 
Atari Sunnyvale Research Laboratory Is 
an older demo of a bail and associate 
shadow, bouncing as If on a squash 
eourl The musk Is rather forgettable! 
Last but noi least. The Mome Entertain* 
rnentDeme was created by the Home 
Entertainment Centre, who justly pro* 
nounced at (lie time that Atari home 
cmnputera hsd the best graphics ard 
sourd capablblies available. Customers 
hearing (he amazing soundtrack and 
viewing the Incredible kaleidoscope 


SOUNDS GOOD 

As you mlghl expect. MUSICAL 
MADNESS is a eoUeetion of sonk 
goodies. Several items were composed for 
computer games using die Advanced 
Music Processor * Aebobnan. Cosmic 
Tunasts (one of my persona) music 
iavDuntcs). Air Strike, Monster Smosh 
(another feivounie) and Alternate Real 
Ity. Most songs are accompanied by a 
sound*to*llghibar display, but Roboimsn 
and Monster Smash have »ing*along 
trords insteadl The next three tunes * 
Telemann Duet In O McUor, One Wetg 
TAxicob Mfliand FknIeuK Funicula 
were sU created using a dlsk*based 
shareware package called Music 16. Fire 
D*ackerard The ^mtkesongare Basic 
programs (to you can examine the list¬ 
ings) but you wouldn't guess from Ihe 
excellent musical output The Anal oiTer* 
ing. The Hoirea Brothers Sound Demo 
2. Is a demonstration of the Enhanced 
Music Box and comprises s seleclion of 
ten ditTerent (unes. They're not liad st all! 
Anyway, it's almost Imposelble to de* 
scribe the contents of die Musical Mad* 
ness (ape. All you can do Is listen 1 


HURRAH! 

Despite my reluctance to retrieve ihe 
program recorder from long*lerm storage, 
1 was impressed by the high stsrxlsTd of 
NOSAUG's PD cassettcB. Many Items 
have never been avallabk in this format 
before, whilst otbera are ex*commercUil 
releases which were dlfAcult to And In 
any guise. They are all of excellent quail* 
ty. Tape users can now rejolcel 


PRODUCTS REVIEWED: 

NOSAUG PD CASSETTES 

C01 - Games 1 C04 • Amazing Demos 

C03 • Utilities 1 C06 - Musical Madness 

fha prtc6 pof coss6f/d iforfs of £2.96 but f&duces to £2.50 If you buy four ooO 
It you otdot mofo than soven. OOers and enquiries should be addressed 
to Stuad Murray, NOSAUG. 71 Walker Pood. Torry. Aberdeen. Scotland. Ad I 3DL 
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A super maze game by 
Craig Patchett originally 
published by Analog 
magazine 


Ont of the IntereeUng feaium of the AUrl home computer 1» 
the priority register, this reserved memory locatton works 
together with the AUul Player •Missile Craphics system to allow 
screen objects to pass behind or In honi of other objects, an 
effect that can give the illusion of depth. 

The prlortCy register Is called, appropriate^. I^OK and Is 
(burul at memory location 023 ($26F hex). The accompanying 
chart shows the effect of POKElng various values Into It. Note 
that a high priority object will appear to move In front of an 
object with lower piiorlCy. 


A GAME USING THE 
PRIORITY REGISTER 


Thunder Island use the priority register to control which 
section of the maze immediately surrounding you can be seen 
at a given time. If you draw a maze In playffeld one and set the 
colour of playlkld one to that of the b^kground. under normal 
circumstances we won’t be able to see the maze. But. by 
setting PKJOR to 2. we can have players two and three appear 
between the background and playBeU one. thereby making the 
section of the maze *in front* of either player vistble. That's all 
there Is to id 


PLAYING THE GAME 


Thunder Island Is located In the middle of the f^dJk about a 
thousand miles north of New Zealand, An International^ re- 
rKpwned playboy resort, its main attraction Is a huge transpa¬ 
rent maze. This maze can be set up to any one of an almost 
inAnite number of floor plans, so that It Is Imposstbk to 
mcinorlsc the layout. 

Because it Is transparent, (he maze Is normal^ easy to solve. 
The island, however. Is subject to frequent thunderstorms, and 
the power generator that li^ts the maze is often knocked out 
As a precaution to this, those entering the maze cany Ian* 
terns, allowing them to see that part of (he maze Immediately 
surrounding them. U Is the challenge of navl^Ung the dar¬ 
kened maze, however, that has drawn you to Thunder Island. 

A different maze will be generated each time you play. Good 
luck! 


ISLAND 


( 


THIRTY OPTIONS! 


Use the chart to pick the Qrpe of game you want to play. A one 
player game Is go^ br practising but youll find that the two 
player games are more fixn. You can choose to play a daylight 
game. In which the whole maze Is always visible, or a night 
time one, in which only pan of It is visible. You can also 
choose from three maze dtfhcuHy IavIs. and each player can 
choose from three lantern sizes (allowing better players to take 
a handicap). The OPTION key chooses a one or two player 
game and SEIECT chooacs the level. Once you have selected 
the game you want, preas STASH* and the con^uler wUI begin 
generating (he maze. Once ll*s finished, your lantern Is) will 
light up and the game wtU sian. 

Using your joystick, you must manoeuvre your player to the 
comer of (he maze diagonally opposite to the one you staiied 
at. and ejclt the maze. There ta a timer at the bottom of the 
screen that keeps track of how long youVe been In the maze, 
so you can compete br the fastest time. As soon as someone 
eseapes. the storm wlU end and the maze will start reflecting s 
rainbow. Press STASn* to run the program again. 
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PRIOR SET TO 

4 2 

1 

PFO 

PFO 

PO 

PO 

PF1 

PF1 

P1 

PI 

PO 

PF2 

PFO 

P2 

PI 

PF3 or PF4 

PF1 

P3 

P2 

PO 

PF2 

PFO 

P3 

PI 

PF3or PF4 

PF1 

PF2 

P2 

P2 

PF2 

PF3 or PF4 

P3 

P3 

PF3 or PF4 

BAK 

BAK 

BAK 

BAK 


Pn rsfsra to pisysr n 

PFn rsfsrs lo playfisld n (aa In SETCOLOR n) 

PF3 or PF4 rsfsrs lo Ihs fact that all missiles can bs glvsn 
ths eobur of playfisld 3 and ussd aa an sxira playsr 
(playsr 4). This b dons by adding 16 to ths valus bsing 
POKCd into PRIOR 

Whsn Iwo pisysrs ovsrlap, you esn also chooss to havs s 
third colour in ths overlap region. This is dons by adding 
92 (decimal) to the valua being POKEd into PRIOR. 
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THUNDER ISLAND 


THUNDER ISLAHO 

bv crai9 R*tch»tt m 

------- ^ 

eRICXBALLV RURL1SHE9 • 

BY AMALOC HAfiAZIAB 


MO t REM 
SN 2 REM 
60 3 R6H •» 

50 4 REM » 

AL S REM » 

MC ft REM M 
HU 7 REM 
NN ft REM 
IZ Iftft CLR SCOTO ISR 
CR HR ftOUMR Cft.CR.CO,C«:fiETURR 
FH 12ft FOR ZsCl TO ftfttREMT IXRETlJRM 

K6 IZO Bl=A5CCI«0CZ,Z))-4ft:R2sA5C(H$(Z*Cl, 

Z4C1) i -40 

RJ 140 •YTE=HCKC»2l4Clft«HtEM(RlT:02SR2«C1! 

RO«E 0709.REEK(S3770):RETURR 
MU 100 HEAR C0,Cl,C2,CS,C4.eB.C0,C7.CB,C9 
* *C12,Ct2,C14. tic.cito. esfto. COO 

1.C709.C710,6711.0712 
RH IftO RIH Rlt6(C13).RftCCl«I.N$C44t>.HEN( 
22)IGRARHZC5 10:005X1100 C4.CS:T ttCft;** 
initiftl izino** 

MR 17ft FOR 3xCl TO OISSREAR BYTE:RLZO<Z>S 
CHRftCBYTO :HEMT t 

HU 100 FOR Zsei TO ClftsREAR BYTEiOR<ZtSCH 
ORCBVTE)>HEHT t)FOR ZsCft TO ZZrBEAO BY 
TElHEKlZlsBVTCtHEkT t 

HO 190 OZS'CIIPOR 3x61 TO CStREAR HR:FOR 
ZsCl TO LEHCnO)-ei 5TER C2:605UB IZOtR 
ORE lS7l<»R2.0YrE:REMr ZJREKT I 
ZE 200 R2:-C1:F0R ZxCl TO 21(REAR MtcFOR 
ZxGl TO IEH(M$)-C1 STEF C2:605UB 13R:R 
OKE 29B9«402.0YTEtHERT ZtREMT 3 
ft 210 FOR KX29009 TO 29ft9S)R0RE H.COtHCH 
t KJFOR IX1B30 TO 10701 FOIE Z.CftiREKT 
3 

ZO 220 6RAFHZC5 ClOlFOHE eift.lltJFORC S37 
74.112 

HO 230 FOIE C710,COt5TsFEE«CCftft0l*2Bft«FEe 
RCCBftlT4G4tF0RE 57462,67:0011 57464,60 
)FOKE 5T424.ft6 

OK 240 FORE 5T42S.FEEICCBO0>:FOIE 57420.F 
EBK<68011 

m 280 FOKB C700.60:F0KE C705«CO:FORE 671 
1,60 

FY 200 FOIE 87420.130:FORE 8|3.ZRTCAOR(OL 
Z8>^2BO):FORE 812,AOR<0LZ$>*<FEERCBi3> 


GAME OPTIONS 


ONE PLA YER MODE TWO PLA YER MODE 


NJGHT TIME GAMES 

LANTERN EASY KCKJI m> 

LBrgo 12 3 

Modlum 4 5 6 

Smoll 7 8 9 

DAY TIME GAMES 
EASY MEDIUM HARD 
10 11 12 


NIGHT TIME GAMES 
PUYBII PUm2 

UNTIRN LAMTEM EASY VEmU HARO 


Lorgo 

Largo 

1 

2 

3 

Lorgo 

Medium 

10 

11 

12 

Largo 

Small 

13 

14 

15 

Modivtn Largo 

19 

20 

21 

Modium Modlum 

4 

5 

6 

Medium Small 

16 

17 

18 

Small 

Largo 

22 

23 

24 

Small 

Modium 

25 

26 

27 

Small 

Small 

7 

8 

9 


DAY TIME GAMES 


EASY 

26 


MECMUII 

29 


HARO 

30 


••280> SPOKE 54286.192 

Al 270 POKE 7S2.C1 rF051T10H C3.Cl:T **THUR 
OER 3SLAH0** 

TH 2B0 F05XT30R 22.62:^ » J J tO. ■.Mia nrm 

O' 

CY 290 FOSITXOH 63.20:? "COPVri^hX (0 190 
3 ABALOE COHFUti09** 

63 300 FOR M=C1 TO 63:F0XE 6712.C14:FOIE 
e710.614:F0R V=CO TO S0s5OU«O CO.Y.CO, 

CO 

t£ 310 XF VsXft THCH POKE C7iO,COSPORE C7l 
2.60 

FJ 220 HEMT VSHCKT RsFOR VxSl TO 299)SOUR 
R 6R«Y.CB.CO:BEXT VSFOKE C7i2.50:F0KE 
6710,90 SPOKE 6709.60 

£5 330 POKE 7O0.210:FOKE 6711,122 $E05U0 1 

10 

YL 340 F05XTZ0K C10.C9:? 

"?F0 5IT10B 610.610:4 

F6 390 FOftXtlOB CIO.list 


EZ IftO 5RtLLxCl:LEVCLFxCl 

He 370 FOSZTZOB 27,61017 5KZUL;: FOR K 
SCI 70 lOOsHEXT K 

UR 310 IP FEEKCR32797 0C3 THEH 440 
50 390 LeVEtFsLERELF4Cl:LEVELFSLEVCLF-C2» 
(LEVELFSCS)tPOftlTZOR Cll.C10:ZF LEVELP 
261 TBER 7 **OHE**; 

ZU 400 50UH0 CO,C10«CO.C0:CO5U0 110 
IE 410 ZP LEVELFSCZ THCR 7 **THO": 

FX 420 ZP LEVELPsCi AMR 9RXL0612 THEH 5K 
311,261:6070 370 
6H 430 605UB 120!605UB 120 
OM 440 ZP PEER C932791 069 THCR 490 
00 480 5RZlls5K31L4CltZP lEVELPxCl THEM 5 

R31LS5RXL1-612H<5R1L1S13> 

ST 400 ZP 1CMCLFSC2 THEM SRXLlx5Klil-30»( 
5RZ11X31I 
CJ «T0 50UHR C0.20,C0.60:G05UB 110 
B5 400 60TO 3F0 

AV 490 ZF FeEK(83279T OCft THEH 300 
OU 800 ZF LEUC1FX62 THCR 840 
Y6 910 ieVElRxr5KZll<610>:LCUeiHX5KlLL-C3 
•1BT(<5R111-61>/C1> tlCREllMsCZ-rHTKSK 
311-61)763* 

HA 820 IF HOT LEVEIO THEH LCVCIMAS^CO 
HZ 830 EOTO 010 

!•« 840 lfVE10S|5RZll<20)llCVCLHx5KZLl-CSH 
1HT((SRXLL-C1)/C3)JTsZHT<(SRllL-ei)FC3 

I 

•r 880 ZP tseo OR TsC3 or T2C4 rHCH LEVEl 
IM=C2 

OF 9ftO IF Tsei OR TsCO OR TSCO THEB LEVEL 
MRsCl 

02 870 ZF TxCZ OR TSC7 OR TsCO fHEH LEVEL 

HR = CO 

SO 980 ZP TsCO OR 7x69 OR TSC7 THCR LEVEL 
MBxCZ 

02 890 ZP TsCl OR TsC3 OR TsCO THEM LEVEL 
ISxCl 

HT ftOO ZF Ts62 OR TSC4 OR TsCO TWER LEVEL 
*«sCO 

t ftlO 6RRPH1C5 2l:F0KE C2ft.ll2:POKE 8377 
4,112 

MV 920 LEVCin=0RHClEVCLn=C2)42SSHCLCVBLHX 
63):M30TnAsLEVELNA»C4:HXRTHOsLCVCLb«*c 
4:ZF MZRTHAsCO THEM HtRTHAxClt 
UT 030 ZF HIRTNBXCO THCR HZRTHBXC12 
2T R40 FORE C712.S0:F0KE 6710,Sft:COLOR CZ 
SPOKE C7ft9.C14 
ftftO FOR HsCft TO 70 5TEF CSsFlOT X.CftsR 
RAMTO R,4S:HEXT XSFOft YxCO TO 49 5TCF 
CZSFlOT C1,Y:RRAKT0 77,YsHCXT V 
OR ftftO SOURR 60.611,60,60!FOR XxCl TO C3; 
RCXT X:605UO llOsPOKC CFlO.llOtFQR XSC 
1 TO 8R0:RCMT R 
VR 070 RS<61,Cl)x'>0**;n$(44Z.442)x**0*<!KS<C 

GontiniMd ^ 


Now Atari Usor • ft$uo 60 
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THUNDER ISLAND 


2}=n$!A = lllT(l»ll» <e*>»S9t>«27:n$CA.*) =**4 

QD 6ft« POKE 1S3&,LCUCLH: POKE 1SS7. : POIC 

B 1$2«,C2:50UI»» CB.>4,C4.C4:B=a5tt(3«12 
7. ADR (n$>) 

PJ ADA A=42»ZHTCAHD{eD>AC2):COLDt CA:PLeT 
CA,Cl>A:PLOT 7A.44-A:PLOT CD,C24A:PL0 
t 7D.43-ASGOSUB llA 

EU 7«A nsilZsPOKE XSS2,Ci:P0Ke 1994.C1«A* 
<A>CA)SPOKE 1S99.KZDTHA 
KP 719 POKE 1SS3.77:EF LEVCLP=C2 THEK POK 
e 1S$S.44-A-CA>C9)SPOKE 19S7.MZ91MO 
UL 729 FOP L:C0 TO CZsPORE 93249»L.CO:NEK 
T LSPORE 94279.MSPOKE 599.40:PORE 023. 
34 SPOKE «3277.C3sPHOsM>250 
OF 730 PORE S32S9.M19THA/C4SPOKE 93299.Ml 
DTHB/C4 

■6 740 T=PH9»912:F0S L=T TO T^SllsPORE L« 
COSHCKT L:L£A»C24C2«(A>C0)SPORE T^L^IO 
.24:P0KC r4L«19.24 

H9 790 Ls94’A»C27C2»eA=C0lSPOKE T«L»140.2 
4:P0KE T*L»147.24 

Z9 700 L=PHO«A*e2«C2ACA>CO)»700419-C4»LEW 
CLMASPOR KSL TO L4C7*C9»LEVELMASPORE M 
.ESOSHCKT K 

OL 770 L=PHO*04-0«C24C2K<ASC01«090«10-C4« 
LEVELHOsFOR MsL TO L4C7»C0«LEVELH01POK 
E N.299SHEKT X 
PO 799 POKE 93240.47 

6J 790 )OUHD CO.Cll.CO.COsPOH KsCl TO €3s 
NEXT MsCOSUO llOsPOKE 704. C14 S CO9II0 12 
0 SPOKE S3290.47-HI0TNA 
CM 909 FOR MseiO TO CO STEP 'ClsSOUHO CO. 
H.CO.COtPOKE 7i0.Ci0-»tF09 YsCt TO €10 
SKBXT VsNENT KsOOSUO llOtPOKE 700.72 
PL 010 IP LEVELPOC2 THEM 090 
FK 020 COSUO 120:609110 ItOsPOHE 93249.199 
I90UMD CO.Cll.Ce.COsFOII M^Cl TO COsOEX 
T XI009UO IIOSPQKE 709.C14S90900 120 
TK 030 POKE 93291.t99-KZDTH0 

A9 949 FOO MsClO TO CO 9TEP -C1S90U0D CO. 
K.CO.COtPOKE 707.C10-XSF0A VsCi TO CIO 
SKEXT VsHEXT XsGOSUO ilOsPORE 707.24 
EL 099 POO KsCi TO 200sKeHT KsPQKE C712.C 
14lFL09H=C9 

OS 990 IF LEVELO THEM POKE C710,144 
PK 079 STsPEEK(e900l«290MPCCR(C9«l>»C4sPO 
KE STF47.C2iP0KC ST*49.99IPOKE ST«49.P 
EER CCSOO)SPORE 9T*90.PEER(C901> 

OP 099 K=U90<1971)SSOUHO C3.C10.C0.C2 
PT 090 MSU50C29090T 
GE 990 IP FLA9M<209 THEM 930 
MM 910 IF IHT<RH0(COIM2OO)OlOO TMEH 990 
CJ 920 PORE C712.C14lfLA9n=C0s90UR» C2.C0 
.CO.19 

HO 930 PL99HsFL99ri«C9sS0UH0 t2«PL09N.CO.G 
Os IP PLASH=299 THEM SOUND C2.CO.CO.COT 
MEM 

LM 940 IP FLA9HS29 THEM 9ETC0L0M C4.C9-C0 
•CLEVELD=e01.C2«CLCVEL9=COI 
DM 9SO IF PEERTISOOT 00 PEEK<190i) THEM 9 
90 

TU 960 IP PCEH<1990> THEM SOUND CO.20.CO. 
CO 

XA 970 IP PCCRC1SS9) THEM 90UHO CO.40.CO. 

CO 

VS 900 FOR K=C1 TO C9SMEXT XsGOSUO IIOSGO 
TO 090 

OE 990 K=U9II<17037 : SOUND C2. CO.CO. CO 
F9 1999 IF PEEKCISOOT THEM PORE 93249.COS 
POKE 92291.00 

CO 1010 ZF PEEK(1561) THEM POKE 93249.COS 
POKE 93290,CO 

AF 1929 X=USR(ADR(■$)ISFOR K=S3240 TO 932 
SltPOKE X.C9SREXT XSGOTO 219 
OS 1030 RCH *> CONSTANTS 

BT 1040 DATA 0.1.2,2.4.9,6.7.0.9.10.11.12 
,13.14.16.120.560.561.709.710,711,712 
EG 1090 REM » OLE ROUTEMC 
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JJ 1060 DATA 72.109.14.141.10.212.141.23. 

209.199.09,104.64 
6M 1070 OEM • RAZH90M ROUTTHE 
OP 1000 OATO 104.109.6.232.142.10,212.142 
,24,200.205.31.200.200.242.99 
49 1090 ACM • HEM OATA 

MC 1100 BATA B.1.2.2.4.S.6,7.B.9.B.O,O.O. 

B.B.0.10.11,12.13.14.19 
OV 1110 OEM • TZMER ROUTZHE 

NC 1120 OATA 6010A9A965S905CDA9B36S99BSCC 
A93C002202A9000022026BA914C90600034CBF 
e4A9000514EElP06ADlF06C90AD032A900 
VZ 1130 BATA BB1FB6EE2009AD2A06C90AD023A9 
BB9B2BO6EE21B6A02t00C9i00O14A9OBiD21B6 
CC2200A022O6C9OAOBB9A9BOOB22B6AOOB 
NO 1140 DATA A204C001F004CB04000eA91A91CO 
C0109OFOOB1EOO491O9XCBC0CADOES4C9PE4O9 
ABOOC40B2202A001E400230260 
EZ IISO REN A P/M-STZCR ROUTINE 
MO 1X60 DATA 000200001EOOAC1E06A900901606 
90100900100600100000t2060Die060D70024A 
900IEEXOOO4A409003CE1009209074AOIE 
00 1170 OOTO 0600001000001006001206901006 
60409003CClA094A9003CC1006206074eClEi6 
001C09C90200ACOOA99006COA6B906CeAD 
SC 1100 OATA lA00404A10400BCB09COA9t099CC 
09CCOOOOOAOOOE0009031iODOeOOlOEOlAOOOO 
OE00090iOOlD06001B060204092C1006Et 
9C 1190 OOTO 030000001C06A010094i001C0640 
COOOEAOOlCOOOOlOOOtCOOODlCOOOOOOlOBOOO 
tO0O10O9€06OlCO6O9COO9Ce6OIOOOe9CC 
00 1200 OOTO AOOO01COAeoeO64O4AAOOOBO020O 
FFCOCOEOPrD0F2CNOlD9916OA9OlZ0EDarO6Ae 
AO1EOOAOO912O9CDIOO6DOO9091OOOCD1O 
ZT 1210 OATO 06D00160A01F0600200779001006 
OB1000F011FE10090010992090000030F01406 
900200001006001ZOOFOOZFC16069027A2 
UG 1220 OATO 7OCOOlOOOPflBeO729OO27200OO73 
90027110900000007290027200007390027ICO 
DOOei09020A202C001000F000072907E72 
ES 1230 OOTO ODe07I907C7310900C00007290fC 
71B0007S90PE72COE07POiOC90000010069012 
OOA010069010066OODlOO0EO0O0il0C900 
VP 1240 OOTO OOi4CClA0060C94CDOX4Pei00660 
C94C0004CFI00660C9000004FC100090606060 
00000600000700000002290FC90fFOP7iO 
SN 1290 OATO 0300000002291PC91010F700i406 
t00977BlCOC9SlDOOP0900aD09000D0409C901 
9009A0192002770C090i000406C9i90009 
PO 1200 OATA A0102002770E0900AD0300C90190 
tSA0002002770E0906AD0306C90E0009A03420 
6277A00900C900F09AA004060AL060i409 
CN 1270 OATA ODOAiOAOOXOOOAlOOOOXOOOOOOiO 
A914PBFCA9000914A91460#i02AOOA02290300 
0FOOC9OOO019O009062900F019CC04R6CC 
*•( 1200 OOTO i000200C77EC0000206C774CCE7e 


O6CE0A06ECOAO0ECOBO62OOC77EEOeO62O 
VZ 1290 OOTO Oe774CCC7OA0OFO6C9O2DO19ODO9 
062902P012CC0300EC0006209C77CCOA00206C 
774CCe700009002901F097CC03B6EC0006 
OV 1300 DATA EeiBOO£EOOOeEeOA062O9C77EE0A 
06200C770910000002200977093191CD30ADO1 
OOE901900109A00206C900000206C90000 
NO 1310 DATA OOA0OlO6C9OODOO19OADOAD2CDOi 
06900Z4CD9794CB07S0003669009964OA00406 
A2000e0606A2040E09i6tC#606C0t20000 
VV 1320 OATA AD060040A009i640CADOEei0606D 
09090009066i6006064DA6B66A00106DO«0660 
OB0600090600090969000D090914A00706 
BT list OATO ODOSO6O3C6AOOBOOOOO6O60SCEA0 
100001CDe930DOO3ECO9OO60O3S00S€OAS99«5 
CCA0OAOO4A4O164OOSCBO9C0A9O069CeOS 
OT 1340 DATA CC9BOAOOB0OCO93OA00OO6EtiCO6 
AAE4A93PCAF004S06A404C96770DOE06A90B6D 
OC04AD0004A204iA2C4C04C403D04BODOD 
LG 1390 DATA O4ADOCO44BAOODO648CA0OEABDBD 
0440104000040D00046i4DOC040D4C0416A5CD 
900D048SC0ASCC4D0C060SCCA00001C02D 
LP 1300 DATA 4E0691CB60 * 


ISV0 6e-NOMAIoi1U»9t 














Sharward Promotions presents ... 



Radio Rally 8- Electronics Fair 
Saturday 12 November 1994 - 10am-4pm 

Blngley Hall. Staffordshire Showground 

Weston Road. Stafford 

Off the A518 Stafford-Uttoxeter Road-AA Signposted from J14 on M6 

Bus shuttle from Stafford BR 


Entrance - On the day £2 - Children under 14 Free 

All formats supported, including: IBM PC, Amiga, 
Atari ST / 8 bit, Einstein. Acorn. Apple Macintosh etc. 
Hardware, Software, Accessories, Radio, Satellite, Printers. 
Media Supplies. Systems. Electronic Bring 8. Buy etc. 

The First Spring AH Micro Show in April had over 90 stands!! 

SHARWARD PROMOTIONS 

Upland Centre - 2 Upland Road - Ipswich - IP4 5BT 
Tel - 0473 272002 Fax - 0473 272008 


• Photocopies of voucher accepted * 

Save £1 

Complete the voucher below and hand in at the 

Name___ ■ 

Address- 


Post Code - 

Tel ___ PP6 

Completofi voucher entitles the holder to ©Op off the eotrenca fee plus a free show guide tworth 50p)- 
* Subject to eveilebility 

Q I do not wish to receive deteils of future Shows / Radio Rallies Redemption value O.OOOOIp 

[sharward Promotions is the shows exhibitions division of Sharward Services^ 




IPSTER 



Welcome to... 
Peter Kerrison’s 
column! 

4 

WeH. Peter provided oil of the 
tips this time (we did hove many 
others but no room to fit them 
in), so we might o$ Nvell give him 
some credit! 


BREAKDOWN w 

i*m back qfter a iilde bU of rest, tharUcs to a Uale hetpjrvm 
ajfiend of mine lost (ssu^. I haue an absfiluie bumper bog 
lipsjcr nvmy u^htch may have to be held 

overjor another tlir^. U Just goes to show how much 
tnlcresC there is scttt oul there and the wUHngness of you 
the users to come up wUh the goods, time and time again. 
Well we've got Bmndles Ops. mops and sotu/lons jbr 
Breakdown and much more besides luhfch probably won't 
Jit In. bur read on anywayt 


BftKA^DO VN. Imuc STt *dvenmr< flune Ihe fn*p 4nd seludan 
(reMm«iM AiM couftay of P«ter. Ii dlda'i imke long br him to compktc U. Aa 
you prtih^ly don’t wmnf to know how to complete H wralgbt owoy the 
•ohjtlonu M w ver AC . «o thu KICK PIO • KCIK QIP 

T60 lAR -TCa ROT • RAEW lAR •$ . HCUOT ETAO- (ECAR8 RAR) • 9 • TUI 
SSERP • (SCARS RARI • S • THOU ROT • (ECAPS RABj • E • (ECAPS RABj • 
OAER NQi9*<ECAP$ RARl • E • TEO KOOR • OA£R KOOR -(ECAPR RAR| • 
TEO ETOH • DAER ETON • (ECAP9 PAR) • PORO ETON • PORO KOOR • W • W 

• TEOORAC-TEO IW9*E*PORDm*S-W-TEONAR• E • E-TEQTOI• 
R -LLIPTOR -W-S-TRESM ORAC*(ECAPS PAR) • £ • 6 •£ • 8 • TEO LLEC 

• N-E-R-TCOHOORi-N - N'TEQ0£P*8* POPDUOORR• W• W*W•! 

• E-TEO CRIW-W-W-DEEP ROQ -TEO MW-fi • N • W • N • N • N • PORO 
ERrw*8-9‘9-9>KCOCNU ROOO• 9• N• N• N• N • KCOLNU ROOO-W* 
TEO AirT-E*N-TEQ URF • 8* 8 • E • EVOU AOC-<ECAP8 RAR|-9-TEQ 
4NU-N-W-9-8 - E-E-E - E - E-DEEPTAQO-tECAPS RA91-N*N*N'W 
•H8AW U9MCCAP8PAB)*T£OU8-PORD TOR •£-8 • 9-8 • W • N • 
EVOM TEEHa • (ECAPR RAR) • TEO OIL • 8 • W • N • TEO ULIP • VEO ULIf • 
TEOOEN*OA£ROEN-POPOO£N-8'W -TEO EPS • W • W • TEO X09 
8'8*H-N>H*N> POPD XOR • PORQ ART • PQRD MU • PORO OIL • 9<9* 
S-E-E-E •N-<CCAP8 RAR| • OAER 8EH-(ECAPS RAR) • PAEW EPS • 
DAER 8EU • (ECAPS PAS) • (ECAPS RAR). RETNE SV • (ECAPS PAR) • 
PORDEP9-W.TEQOOIlll.E.E.PMlM9.(ECAP8 PAR)-9 • W • W. W.|- 
8-TEO DPAOR-LNU POOO-E-TEQTAR-W - N-N - W-N-N-N'EICAII 
EClVEO • (ECAPS PAR) • TEO EC1VCD • NEPO POOD • (ECAPS RAR) • N • N • N 


THE BRUNDLES 

First ofaU we have Peter KerrUon’a guide to THE BRUN* 
DLES by KE^SOFT. He ha« prcpvided the codes br levels 1 to 
60. He says also that there is a bug in (he game that means (hat 
U crashes It you repeat the same level several limes. On level 60 
Peter says It crashn If you build to the lop of the screen and 
then explode a Brundle. 


Wtm Pa lord) poss out («mMN type as eamM REP CEL • UOHT TORCH 

The dede« nuM be made m the foyer by the fenot floor as follows! 

U8CP oooft oeemto device paatr ust 

1 Swsdi 6.WVS 

2 ConraUrH 6. Puro£lac» Trv^educw 

3. Laser Poarsr Uaduis 7 OcA P^nki Jiffy Bca ($<(• 2) 

4 Ceost eoafo (EK0007Aj R. 3V indicaw Lighi 

CODE; 

ReplM« lop teller with boiiom Mter U. A • Z 

ABCDBPOHIJ SLkfNOPgRSTVVWXTZ 
Z TXWVVTORgPONMLSdlHOFBDCBA 
UFSSAOE: 


iMlCodR 

Liv9l Code 

LMiCodR 

UvdCods 

1 

howdy 

16 

hotel 

31 

slngl 

45 jingl 

2 

kemal 

17 

hawal 

32 

hello 

47 

uboot 


laser 

18 

cyber 

33 

tools 

48 

dream 

4 

peace 

19 

dance 

34 

heavy 

49 

quick 

5 

amiga 

20 

logic 

35 

tears 

50 

fifty 

6 

power 

21 

solar 

36 

world 

51 

texas 

7 

irata 

22 

ghost 

37 

super 

52 

elite 

6 

serum 

23 

plasm 

38 

color 

53 

audax 

9 

bingo 

24 

steel 

39 

magic 

54 

cable 

10 

sorry 

25 

torso 

40 

tomsk 

55 

relag 

11 

enter 

26 

crazy 

41 

delay 

56 

sting 

12 

miner 

27 walky 

42 

cheob 

57 

oohno 

13 

bubbi 

28 

check 

43 

synth 

58 

house 

14 

clock 

29 

shift 

44 

faith 

59 

china 

15 

61 

money 

halle 

30 

eagle 

45 

phllo 

60 

vhro 


Level 61 Is obviously not Anished. There Is no possibility of 
completing It and no home to aim for. 


To gel the Input code, lead the message with the UV speetsrlea 
(jasfmMkMrSpnsmduAmrtfuvcwibrjbwd. iTr Murl* ndeoird on Die rfiep. 


ITEM 

CODE 

LOCATION 

LETTER 

PlOftHc rqirccol 

RAI 

cor 

A 

torch 

TOP 

cor 

A 

PU»ne cold wflh hcriM 

CAR 

stuc^ 

9 

Loom Mich 

8W 

study 

B 

eook'Sc«r<«orbcio* 

ROO 

Ibrory 

C 

Not* 

NOT 

tbrory 

c 

Btvxra 

BAN 

north arid of dinjno room 

D 

Eitpty wTAlvy hotllo 

ROT 

pdvafo bar 

E 

WtHtoKoy 

WV4 

laboratory 

f 

ColorwS* 

Wtt 

ifoM room 

G 

CboiibooMd 

BOA 

eMctri: wohohop 

M 

iZveor botlsry 

RAT 

kxx room 

J 

1 Svtoch ceN 

CEL 

bathroom 

K 

LohQ hondfoO broom 

8PO 

broom cLSSboofd 

L 

Rod key 

QED 

OUMt room wfrxtow IsaQS 

M 

lifowogs 

ves 

bodroom 

N 

Lossr power modUo 

MCO 

Mcrot loom 

f 

UVipocbciM 

SPE 

bungp 

P 

Dick ftv jfRy box 

ROX 

i43ilan bedroom 

$ 

CooN 

COA 

doMt 

T 

ConPoluriR 

UNI 

TV lounge 

V 

PACoeoctn: trorsducor 

TRA 

vmoll store room 

w 

Fnjt 

nu 

bdeoTpy 

X 

UndsvMcfMd fbn 

PL 

dork room 

Y 

ShM 

SV€ 

Vnen closet 

z 

iritfeoflrig Ight 

UG 

HnencloMt 

1 

SEverkey 

9L 

ig»tan bedroom ledge 

AA 


1haia <n ore or two other obfoch onxrid but they <aa o( no Importoncs 
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HBLP... HELP... HELP ... HELP... HELP 


h'ftUutUme again when you can come to the Aid of poor l»rbm 
gamert that are stuck at a partJcidariy sticky point of ihclr pvU* 
cuiargajne, 

Steve Ntcklin. althou^ supplying some Ups for WORM ZN 
PARADISE, needs l^lp with the same game. He has returned 
the soeJallstB wallet but cannot understand the coloured tlk 
tern. Also what meaning or purpose Is the curfew kt7 lie also 
needs belponReTURN TO EDEN. TV Island alw^s kills Um 
when he goes down the hole. 

Mrs C.S. Eteyrwids of Walton in Uverpool needs help <m tlx ST 
adventure DITCH DAY. She has managed to And aD the Items 
except one and cant work out what to do with (he ro^et Slw wtU 
read dtis column fonver more If someone can cotne up the sohi- 
(Ion. As a matter of Interest I am also Interested In Mnu and Upo 
Ibr the ST due to fact that I have a Falcon 
Paul Roblnsm notes Uwt way back In t>w heady days of 1967 
Atari User» as was. reviewed UMTVERSAL HERO and Paul has 
recently come across the game and has found the same the 
reviewer did. I can tell you now Paul, that the game was ported 
4crossrromtheComcD^re64and wasQawed. None of the 
thousands of cojdes actually worked and as far as I know (ha« U 
no way to fix It apart from with a disk editor s InlcrvenUon. Paul 
also wanted help In ROCKRORD. Try preadr^ RESET and the 
time will freese. Any better? 

Mrs Morris (sorry I couldn’t read your Qrst namel) asks for hdp on 
THE COUNT and ARROW OP DEATH. She can't ard llv 
tomb In 'Ihe Count and she cant And a light In the Arrow of Death, 
She has the oil lamp but can't go Into (he archway because Its to 
dark. 




WANTED: 


Tall, dark, handsome tips to grace 
pages with awesome Tipster. 
Apply below. 


Yaa wa naad your tips, maps and hkiU, below ia the lailhhil old 
addiasa lo sand them all lo and I’ll print Iham up as soon as I gat 
them. Sand tham. as always, to: 


THE TIPSTER 
NEW ATARI USER 
PAGE 6 PUBLISHING 
P.O. BOX 54 
STAFFORD, ST16 1DR 


Now Atori Usar • luua 68 
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MEGA MAGAZINE 7 

is out now! 

This magazin» indudes Iwo disks fuN wilh packed Textiles 
(a total of 200 kilobytes, which « over 60 prmied pages) about 
programrnirtg your micro, games revievrs. B*b(t rms, 
hardware reviews eie and software such as demo s. uMibes. 
games tf>d sources in MAC65. Atmas II artd Amac 

£4.00 Inc. post end peckege 
or 

£3.00 eicel. post 9nd psekags if you order mors Items 

See the ANG eeUlogue for more details or the 
ANQ edvertieemertt in this Page 6 for our address 


SEW A CONTRIBUTION! 

Remember it*$ your contributions that 
keep Xew Atari User alive. Whether it*s a 
set of mini programs like those in pre¬ 
vious issues or a comprehensive technical 
artiele, or an arcade game we want to be 
able to give other Atari users the oppor¬ 
tunity to enjoy your work. 

Look out your programs, polish them up 
and send them in! 


BACK ISSUES 


The/olloiuinji bade issues of 
NEW ATARI l^ER are still available 


Issue 32 
Issue 33 
Issue 34 
Issue 36 
Issue 37 
Issue 33 
Issue 39 
Issue 40 
Issue 41 
Issue 42 
Issue 43 
Issue 44 


Issue 45 
Issue 46 
Issue 47 
Issue 48 
Issue 49 
Issue 50 
Issue 51 
Issue 52 
Issue 53 
Issue 54 
Issue 55 
Issue 56 


Issue 57 
Issue 58 
Issue 59 
Issue 60 
Issue 61 
Issue 62 
Issue 63 
Issue 64 
Issue 65 
Issue 66 
Issue 67 


DtSKS ARE A VAtLABLE 
FROM ISSUE 14 ONWARDS 

BACK ISSUSS arc £2.00 each ia the UE potf a paekttC), 

£3.50 for Ev^ or turface mail cUevheie aad £3.50 
for >Ur UaU o^dde Sarope. Pncct uidadc poctifc 
ISSUE DISKS are for any 46k or 64k S-Ut Alari 
Each diak if £3.95. Peat^c FREE la O.K. 

Overaeaf add £1 per order (any ovabot of diika} 

Check latest UoJUtsfor oig spedof ojftro 

Send you or6cr to 

PAGE 6. P.O. BOX 54, STAFFORD. ST16IDR. ENOAND 
ACCESS ud VISA leetpted. Telc^bftoe 9785 21392S 


XL/XE TUTORIAL 


DISPLAY 


Take all the hard work out 
of calculating display list 
data with this program by 
John Foskett which will give 
you the details of 47 
available display lists! 


llte iHoplay Ual Keader will read any of the interna] display 
liaia up to mode 47 (15^2) and print U onto the screen. All 
display Usls are printed In 10 columns of 2 1 statements In 
each, enough Ibr the largest to be printed to a single screen. 
Once a display Ust Is printed on t>w screen, preeatng START 
wlU wrllc It to disk In the form of Daslc data tn the UST formst 
The rUe name used is DISPLAY.X*. were X ta the mode number 
selected. Pvesalng OPHON exits back to the title screen. 


ON SCREEN INFO 

Important data Is given at (he top of the screen as (bllows. 

PEEKIMO) Starting address • k)w byte 

reEKiSei) Starting address • high byte 

PEBK(67> 'DINDEIX" current mode 

ADDRESS Starting address 

MODE Selected mode 

TOTAL Total number of statements 


HOW THE 
PROGRAM WORKS 


The program works by selecUng the chosen mode and loading 
the display list data Into an array. reselecUng mode sero and 
printing the data on the screm. 

The display lists aie located by PeEK(560]+256*PeEK(S61) In 
the norr^ way and ends two address bytes after detecting the 
nun^er *65'. The number ‘65* ts always found in a display list 
three bytes from the end. 

A bned screen Is used for clarl^ which is generated by a 
custom dlspl^ Ust loaded Into page 6. 
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€K 1 aCH 
CT s aeH 
MX S ftEH 
PT 4 XEM 

oc s aen 

6T « acH 
»M 7 BCH 


OH «• COSUB IIB 


BEBPLAT LXST BCA»Ca 
Bv 4ohn P4Bh«tt 


M6H ATABt U^Et 


JUBC iB«4 


XP BB CRAPHECB MOBOPOKE &B«B4lP0KE BS774 
«B4SP0Ke BBB.BlEsB:JsBiPIBXBMsB 
MV BB 4BBi = PeeK(B4B> tBOBXsPCeK<BBmBBOBe 
SB3*BB1<»214«BBB2: HBSPECB (•?> 

HI IBB A(X)sPEEKCABBBEBB*!)tVP B<Z)3BB TH 
EH PZBIBHsi 

HI IIB ZsX^llZP PXHI9HS1 THEM JSJ«itZP Js 
S THEM rDTsXiBOTB t4B 
LR 12B COTE IBB 
ax IXB BEN 

8E 14t CBaPKXCB •tPOKE lB«B4iP0Se 9X774,B 
4tPORE 5E7,B>P0EE 712.14BiPBEE BX^BiPO 
RE EBB,BIPOKE BB4,B 
JO IBB POKE 78X.1SW:B>HPSB 
HK 4BB BCH ■ 

PJ X7B T "BPE£KIBBBIs»;BBBl;**>aBBREBBS**{a 
BBl<»«BB«aBB2; ** 4*HBBes** J MOBE 
V6 IBB T "PEER<EB1>S**|BBBEJ»»PEEK«B7)S**<H 
B;**>«rOTBLs**)TOT:PORE BBB,X4 
RX 170 POB XSB TO TOT-irXP IsXi THEM nPs4 
I V = B 

BX 2BB XP ZS4X TNCB HPsBtVsB 
HO 21B IP ISBB THEM l«Psl2 3tfSB 
5H 220 XP ZSB4 THEM HPsiBlVsB 
BZ 2XB ZP XSIBB THEM RPsXBsVsB 
kOf 240 IP 1S12B THEM HP=24tVeB 
BV 280 ZP ZS147 THEM HP=2BlVsB 
VT 2BB ZP ZxlBB THEM HP=22tV=B 
BB 270 IP ISIBP THEM HPsSBStfSB 
TP 2BB P09ZTZ0H HP,2«VlT 0(X);tB=«»ttBCXT 
I 


EP BOB POKE B2.2SP0BZTX0B 2,221? 5 

AVE TO BISK ffTit ffm ENZT**; 

8J ZIB ZP PEER<82277ls9 THEM BUB 
HB 320 ZP PCEKC63279)sB THEN XSB 
KT 330 BOTO XIB 

HH 380 CBT:0:LHUH=lBsPS<il>£STBB(NOBe):KS 
= STB$(nOBE) :P0B XSI TO LEH IZBlSZf<Z,Z> 
:CHBB(A5eClB<Z,Zn*'12B) tHCHT Z 
66 3B0 P05ZTZ0H 2.2XsT **iaiZTIHC NOPE ”im 
BEl'* BZSPLAV LX8T TO BZBR •*} 

BB 370 OPEN Bl,0,0.PX:t tti;LBUH/- 

: BOSUO 430 

PH 3B0 POB Z=0 TO TOTM S 3=0 (XT : H$=BTO$ (J> 


sCHTsCHT^LEHCHPl:ZP CHT>B7 THCH T nijJ 
;60SHB 430)60T0 400 

8V 390 T SliJittP Z<T0T-1 THEM ? HX;".**; 
HO 4BB HEKT ZlT BllCLOBE HllPOBITZOH 2,23 

:t "pzle zh list POfirokT mjBiti.'i ex 

XT** I 

HB 410 OH PEEK (8X279)03 60T0 410) BUM 

KA 430 XP XsT 0T*1 THEM BETUBH 
TV 440 CHTsOtLHBNsLBUK«l8:t ax<? Bi;LHUNs 
'*B.**: $ BETUBH 
TO 480 BEH M.TJJ .M 

KX 400 90UBB 0.8>10,18CJsStH(1)I90UHB 0.0 
.O.BsBCTUBH 
86 4 70 BEH 

JX 400 TBAP 4002 CLOSE HltPOSZTIOH 2.2XlT 
"EBAOB **;PEEK (198)1** EHCOUHTEHEO 0X9 
iatfl-'i EMIT ^*; 

P« 490 OB PEEK (83279)01 60T0 490: HUH 
$R 800 BEH ■UBOBtEW 

Va 810 EBOPKZCS BiPORE AB,B4:P0RE 8X774, • 
4tP0RE 8S9,OlPORE 7l2,t40tP0KE 710,140 
iPOKE 762,11 POKE 7X1,ilTBAP 400 
IB. 820 CLOSE «11 OZH A (202) «P0 (12) , ZX 12) , H 
OCX) :P$3**0t01SPLaV.**2«EST0BE SPQB E?0 
TO OXtOCaO JtPOKE Z41030,JiHEMT Z 
za 030 ZSPCEK(800)42S0HPEER(801)(POKE Z«0 
•OsPORE 147,0 
PL 840 BEH 

NM 600 T **K4 Ofoploy llst) r«AO«r**iT 
**))4*4HBZTT€H 0V**2T **))44J0na POSKETT** 
VO 800 ? **l444«44«0LEaSt CHTEB THE HOOE O 
UmC0**:7 •*))4 >4—**tPORE 889.34 

OX 870 REH ■ HAM J. WI .. . 

PP 800 OPEB ■1.4«0.**K(**cZsl 
CS 890 PORE 704.2S616ET ai,KtZF Ksl98 AHO 
ZOO**** THEH 60SU0 400>COT0 890 
JB 000 ZP R=120 OHO ZOO**** THEH 60SUO 408 
:60T0 080 

OP 010 KsR-40iZP K<0 OR K>9 THEH 898 
OX 020 X0(Z)=8TBt(K)IPOSXTZOH 10«Z,10lT K 
UZ 030 60SUB 400:Z=Z412ZP Z>2 THEH Xs2 
8C 040 60r0 890 

PL 080 nOOesVAL (ZO):Z = L06(1>:IP H08E>47 T 
HER 000 

HO 000 CLOSE SlsOETUOn 
OH 070 BEH ■OUUJ.IIAI M 

CS 000 Zsl !X0=****2POSZTXOH 19,10 C7 ** **t60 

TO 890 

TK 700 BATA 112,32,00,04,180.0,2,X2.2,0,2 
,0,2,0,2.0.2,0,2.0,2.0,2.0,2. 
.2,0,2.0,2,0,2.0,2,0,2,0.2,0 
SL 710 BATA 2.32.2,08,0,0 
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TheCLASSIC PD ZONE 


FOR THE 
CHILDREN 

to oth^r i£or(e eommUmmtf our pilot was unable tojiy us 
into the Classic PD Zofw 2as( ttme. AD tickets remain ixdtdjor 
the rvxt journey. (Mttf uie u>tU supervise (he>T^hl'lrairU/i 9 
qf young Air AtariS codets> 

The Pudoso have hypcr-faxed us three educoltonoi offerings to 
Improve the sJctUs our new recruits. These offerings come 
recommended by the lr\lery<^oetic Schools PederationJ fdura* 
Oon is the key to life beyond the Classic PD Zone... 

LEARN WITH MAX 

1 LOVE MY ALPHABET features a cute character by 
the name of Max. Max wiggles, blinks, dartces. rurts. grows, 
skates and kicks his way all over the screen whilst at the same 
time helping a child to team the alphabet and improve identlfl* 
cation skills. 

After a long loading lime you are greeted by the main screen. 

It la set up hke a stage with large green curtains. Pdax walks 
onto the singe and begins to dance to some bouncy music 
riVAnkle Twinkle little Star). He is a funny'looking orange ball 
with legs. eyes, a mouth, antennae and ro^ red checks. He is 
wonderfully animated and moves srruMthly across the stage 
twitching his antennae, kicking his kgs. blinking, smiling, etc. 
Max Is a happy character which will keep i^Udren glued to the 
TV screeni 

When the mustc ends and Max stops dancing he asks you to 
play one of four games with him. These are Watch the Letters. 
Press a Letter. Find the Letter and Letter Qua. Use Select to 
choose your game and press Start to begin. 

Select Watch the Lettcre and the area below the stage trans* 
forms Into a qweely keyboard. A letter flashes arul Max per¬ 
forms a task. With great detail and wonderful animation he 
does all manner of things. For example, beglrtning with the 
letter K you are shown the word 'Anlennae" with the ‘A* 
highlighted. You are told. 'Max wiggks hJs antennae most of 
the time' and our orange biend proceeds to do exactly that. It 
Is very cutel 

Next up is *B~ and you are (old, 'Max Blinks his eyes just for 
fun". Some of my favourtle letters are I for Ice ^4ax skates on 
Ice). D for Dance (Max dances to some funlgr musk:). P for Peek 
(Max pecks at you from behind the curtain^ and 8 for Sick 
(Max turns green!). You Just have to see Max in acdon to 
appreciate how good a program this is! 

The second game Is Press a Letter. Here Max asks you to 
press a letter on the keyboard. If you wait too long Max speaks 
to you... ''Ifanyone Is out there please press a key... Press 
anything. Max is getUng bored... OK. let s play another game 
.. .* and he moves onto the next ^me. This sums up the joy ctf 1 



Love My Alphabet! 

CetUng back to Press a Letter, you are asked to press a key. 
Do so and Max will pedorm the task which begins with that 
letter, e.g. press O and he growsi When Max Is ready for 
aisMber letier a star appears at the side of the stage. 

The next game Is Find the Letter. Max walks to the right of 
the stage and reaches behind the curtain for a letter. It then 
appears on the stage In upper case. Your job is to look at the 
kuer arid then prcM the corresponding k^ on the keyboard. 
TTils game will lUlp children Identify leiiers. 

If you enter the correct letter It will appear at the top kA in 
upper arid lowercase. Max^n nods and gives his perform* 
ame. e.g. a correct F and Max will run Fast across the stage. 
Enter the wrong letter and it wlU appear at the top kA so a 
comparison can be made with the requested letter on the right. 
Max will also uU you that you are wrong by shaldng his head 
and asking you to try again. Three wrong guesses and he will 
show you where the letter Is on the keyboard by bringing the 
qwerty keyboard back on stage and flashing the ktter. 

Letter Quiz is the Anal and mMt dlflkrult game of the four. 
You must watch Max give his performance and then push the 
correct key to match what he did. e.g. If Max hops sbout the 
stage you would enter If for Hop. Get It right and Max wUl nod 
his h^. You have three guesses with Max helping you along 
the way. 

The sound eflects during each game are rery Impressive. 
There are footslcps as Max walks, chimes as he twitches his 
antennae. sqiKaks as he talks, etc. The supporting music is 
bourxy and full of life! 

I Love My Alphabet Is a wonderAil piece of soAwarel U Is 
fivllhout doubt one of the best educational UUes (PD or com* 
mcrclal) for the Atari 8*bll. If not THE best! It can only be 
rivalled by the commerdal Stlclcy Bear scries. 

The animation is smooth and classy. The four games are 
superbly designed to offer a varying chalknge to young chil¬ 
dren. The graphics are colourful and weU drawn. Best of alL 
there Is Maxi This adorabk Ultk character is a joy to watch 
arul will grab the attention of any child! 

If you have children who are learning their alphabet or if you 
Just want to experience a truly great piece of programming 
then you must see 1 Love My Alphabet! Forget all of those 
Gommerdal educatlonaf disks and caruidges of the past... Max 
Is here and be Is lop of the class! 

CLASSIC PD ZONE RATING: 95% 
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ONCE UPON A TIME... 

tr you r children e njc^ a good story then perhaps you s)v>ukl 
talw a look at STORYTBIXER. an interesting program 
which tells you one of ten classic bed*dme stories on*screen. 
You can read tt to or with your child changing the speed at 
which you wish to read (last, medium or slow). 

Afler booting the disk, select H£LP from the menu and you 
will And yourself at the Storyteller menu. Here you are shown 
(he ten stories featured on the disk and asked to select a story 
by pressing the conespondlng number 10*9). After doing so 
you move onto a black screen with blue backgrourtd. Ihe Qlle 
of the selected story Is given In white Graphics 0 ten and the 
tale begins to scroll sentence by sentertce on the screen. 

Storyteller is basically a text viewer program with ehUdrvn's 
stones ori-disk. stories Include little Red Riding Hood, The 
Three Billy Goats Omff. Hie Bremen Musician. Tlw Three 
Ulile Pigs, The Spider and the Fly. The Utile Red Hen and The 
Gingerbread Man. T^un. run, as fast as you can. You canT 
catch me. (*m the gingerbread man *, brought back some 
pleasant childhood memories fer mel 

Obvious^. Storyteller is not the same as a fuU*cobur pop*up 
book but It is an Interesting alterruiUve. You can also Input 
your own stories by using the cnsln Storyteller subroutine and 
altering the DATA statements In the program. By eritcrlng 
DATA % you signal a new line. DATA 999 signals the end of the 
story. It Is ea^ to create new story files fer use with the main 
SurryteUer program. 

Storyteller is a concept which will hopefully be built upon. By 
sddlng larger text, pictures, animated sequences and art tn* 
teractlve component to allow the child to 'participate* in the 
story (e.g. make Yes or No decisions, spell ob)ecu. answer 
simple anthmeUcal sums, etc.) It could become a top quality 
program. 

As It is. Storyteller Is a first step towards an XL/XE Magic 
Story Book. 

CMSSIC PD ZONE RATING: 55% 



picture to picture at a quick rate. The pictures are very well 
drawn with great care having gorte into producing quality 
artwork. My fevountes were *t* for train fThomas the Tank 
Engine). *d* fer dinosaur. *c” for cat and 'V for vacuum 
cleaner. Colour ts lised to great effect In all 3fi pictures. 

My Second Alphabet Is almost s very good educational prog¬ 
ram. however there Is one rw)or flaw • each siiccesslve picture 
file Is chosen at random from all 26 fUesl In other words, the 
same picture often appears two or three times within a short 
period of Omef This Is a slUy oversight by the author which 
makes (he program leas Interesting to children. After enjoying 
the first few pictures, my young cousin Lewis got quite 
armoyed when (he ‘b* for bat appeared three times out of five. 
He ended up asking for Max again! 

The program should be altered to allow random selection of 
picture files but only from those which have not already been 
shown. After all 26 fifes have been shown the program can 
begin again. This way. (think children would really enjoy My 
Second Alphabet. If anyone decides to alter the program why 
rwt write to Page 6 Mailbag so the rtecesaary changes can be 
published for sil to use. 

My Second Alphabet is a good educational dtle which unfor¬ 
tunately Is let down by a single programrrUng overslghtl 

CLASSIC PD ZONE RATING: 45% 


AS EASY AS ABC 

MY SECOND ALPHABET is a disk which Is similar to 
ihe Find the Letter game in 1 Love My Alphabet. 

There are 26 picture files on the disk, each showing a lower 
case letter and on ot^ct which begins with (hat letter. After 
examining the fetter and object you must press the c o r res- 
ponding upper-case letter on your computer keyboard. Only 
when the correct key Is pressed will you bear a random set of 
musical notes (which often sourKi like the sequence from Cfose 
EricounCers). 

With My Second Alphabet your child can Improve identlfica- 
Qon skllb whilst feamlng the alphabet and the dIfkrerKe 
between lower and upper fetters. 

The main picture loader Is very fost and you move from 


SEE-YA! 

As part qf Air AtortB cadet (raining, ail rerruUs must undeAalce 
0 new coyoffc deep into the Classic PO Zone. Whai Owy wdl 
Jind there Is ongone s guess/ VntA time... Remain oiuiags 
on Che happtreee paOol and keep Jeedir^ your 8-bU on green 
JeOy bobfeSl 

TTifs issue's reviews ftaue been: 

DISK *232 ■ I LOVE MY ALPHABET 
DISK *102 - STOJiyTELLER 
DISK #J 82 - flfy SECOND ALPHABET 


with Stuart Murray as your guide 
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XL/XE TUTORIAL 

PROGRAM PRINTER 


I f you hfive an Epson •compatible printer, such as the 
Cltlsen \2(>D*. It soon becomes clear that it cannot cope 
with printing an Atari BASIC program listing. Normal text 
Is printed alright but the Atari's graphics characters are Inter* 
prcied by the printer as control codes and Inverse text Is 
printed as normal text In Italics. This Is rwt a fault of the 
printer, of course, it is because the computer and the printer 
use differeni character sets. So the question Is how can the 
printer be mode to use the computer s character set when 
printing a listing? 

Delving into the printer's manual reveals lU Dot Graphic 
capabilities. A graphic character can be printed from a pattern 
of dou stored in the printer's memory. It would seem possible 
to use the 8 bytes that represent an Atari character as Dot 
Graphic codes to enable the printer to print the desired char¬ 
acter. However, this reveals two problems: 

1 . The bitmap of an Atari character le designed In such a 
way that each byte represents a row of that character. 
Yet. since the print head of the printerprlnts dots In 
columns and not In rows, each Dot Graphic byte should 
represent a column. Using bytes from the computer's 
character set causes characters to be printed on their 
side. So the 8 bytes that the printer requires hr each 
character are not the same as the ones stored in the 
computer's memory. 


BITMAP FOR LETTER A' Atari 
00000000 0 

0 0 0 1 1 0 0 0 24 

0 0 1 1 1 1 0 0 60 

0 110 0 110 102 

0 110 0 110 102 

01111110 126 

0 110 0 110 102 

00000000 0 

0 30 62 100100 62 30 0 Printer 

2. The program that actually prints the Atari BASIC listing 
needs to use the ASC funcOon to provide an index into 
the character seL This means that the charactefs should 
be In ASCII sequence. Un&>rtunatety. the Atari has what 
Is called an Internal Character Set which is rwlln the 


by David Sargeant 

same wder as the ASCII one. 


Atari ASen Internal 

Charactercode 0*31 64*95 

32*62 0*31 

64 • 95 32 • 63 

96 • 127 96 • 127 


The answer to these pr^>leins Is to have noi orte program to 
print a listing but two. The first to calculate a new character 
set tn ASCII order baaed on the Atari’s Internal or)e arid to 
sioro It on fUe. the second to do the aettial printing using this 
nie. 


CHARACTER SET MODIFIER 

This program modifies the Atari's Internal Character Set as 
outlined above. It Is very slow but as It need be executed only 
once to create the new Dot Graphic character code file, speed 
Is not Important 

When you run the program all 256 characters are rc*caJcu* 
Uted and stored in an output bxifler. You ara then prompted to 
Insert your disk after which the codes am output to a file. 

VARIABLES USED IN PROGRAM 


FILESPECS 

MCS 

DGBASS 

DGBAS 

CHBAS 

MIN.MAX 

DOMIN 


File to hold character codes • set to D:DCCOOESFV7 
Machine code to save character codes to file 
Buffer for Dot Graf^ks charKler codes 
Starling sd dr m of Dot Graf^ka buffer 
SUrdi^ addms of ROM b a s e d character set 
Rai^ of ASai character codes to modify 
Value of correspcmdlng character in the Internal 
Character Set 


OFFSETI O&et mio the computer's inlemal character base 
OFFSET2 O&et mio Ihe Dot Graphics character base 
CHARACTER Loop counter through the entire 256 characters 
BYTE Loop counter throu^ the 8 bytes of each character 

NUM HcMs (he current byu being pnxeaaed 

BIT Value of Dot Crsf^lc bit 

I A.X General variables 
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CHASACTCII SET HOOTriCA 


ACM •- 

»EM • HEM ATAftt D56ft 


JUHE 1994 • 


IZ 9% GOTO 4000 
ET ItOO HEM ii.’rtAEtTBBT 

PA 1010 OZH PtLE^OECOClS)jHCOCZO).OOOASOC 
2040) : FZLE9OCC0s*<A I 06C00ES. PHT** 

EG 1020 CHBA9=PECKC7SG)«280:»CBA9sADR(060 
AOi)sAOKE 2S2.1 

TJ 1020 9 CHAOlltO):? •* ■ggn» gfM»f»tiau?» 

Xt 

ZK 1040 ? **ne4ifios tKo Atori el»4r4Ct«r s 


VV 1080 t 
pKiCS** 
HO 1000 ? 


'to tKO Clttzon 1200* 


OOt CPO 


*<h4roctor co4«fl.**Jt tt rt 


to* 11 oinfl . .. ** 

vv 1020 POO isi re totocAO AsNescz^iiseHt 

iCA)sBEMT X 

OH 1080 POO ZsOGBAO TO 060A0*1023{POKE 1, 
OsHEMT X 

PM 1090 * CHBOIXO) 2tOETUBO 
PC 2000 HEN II M^I^JBan'>1.7iTli ^ 

to 2010 ? **Mo 4 ifyir>f choroetor >** 

OP 2020 mB = 0 1HAX = X1:0€H|H = I2 lOPFtETlsCHB 
At*HlltA0:0PPteT2s060At»0Gni»M0tGe5U0 2 

200 

QM 20X0 HXH = 32: HAM = 8X:OGMZHzOOtBPPtfTlSCH 
B0%*mH*0 l 0PFtET2s060At«0GHZIFO8:C0tllB 

2200 

HT 2040 MIHS84 ! nAKs9S:OGmHsO:OPFtETlscn0 
At*HIH«»e: OPPtET2sOGBOt*O6m»»0 SGOSUB 2 

200 

KA 2080 nXHs90)MAKsi27:0GHX«s90l0PP8ETi:C 
H 0A t ♦Ml »«0 s 0 F P te T 2 z 06 0 At *0 GHIlHtO : GO tOB 

22BB 

PH 2000 fflHsOs PIAX = 127t06mMel20i OPP9ET1S0 
6eAt«NZH«0:ePP8eT2sOGOAt*OGHZlWOlGOt«B 
2400 I AETUOH 
Ht 2200 OEH 14J1JlAI 

XM 2210 FOB CHOBACTE03HIB TO HAR 
DO 2220 POSZTXOH X4.9S9 CRAHOCTCB 
HU 22X0 POO OVTESO TO 7 

ZV 2240 HUI^PEEK COPFtETl*BVTC> IBZTSZ‘^C7-B 


CP 2290 IP HllM>zl2e THEM POKE 0PF9ET2,PEE 
R corrsETZ) *bzt : hui^ruH'IZO 
KV 2200 XP HUK>=04 THEM POKE 0PP5eT2«l.PE 
EK<0FF$ET2*1) tOtT:nUHzBi>H-04 
LZ 2270 XP HtJH>=32 THEM POKE OrPlET2*2*PC 
EK (OPFtET2*Z) *BXT : HUI«zMUH-X2 
Vr 220B XF HUH)=10 THEM POKE 0PP5ET2*X,PE 
EK <OrPtCT2<»X)*BXT:HUH=MUH-lO 
LU 2290 IF HUM>se THEM POKE OFFSET2*4,PEE 
R C0FF5CT2*4>*iXT:HUNsHUH-O 
CO 2300 IP HUH>z4 THEM POKE 0PP9ET2*0,PEE 
RC0PPSCT2*S)*iXr:HUN=HUH-4 
XI 2310 XP HUM>Z2 THEM POKE OPPtETZFO.PEE 
R C0PP9ET2*0> FBZT: HUfCHUH-2 
Ft 2320 XP HUH>zl THEM POKE 0PP9ETZ*7. PEE 
KC0PP5ET2*7>*0XT 

00 2X30 HEMT OVTEtOPP9ETlsOFP9ETl*0C0PF9E 
TXS0PF9ET240 

AH 2X40 HEMT CHAOACTEOtRETURH 

AA 2410 FOB CHORACTEOsHZB tO MOM 
00 2420 POtlTIOH 24«9tT CHABACTEB*i20 
HV 2430 POO OVTEZO TO 7 

UA 2440 POKE OPPtETO*OVTE,XGS'PEEK(OFFSET 
14BVTE) 

■ H 2480 BERT OTTE:OPPteTlsePPtETl*0 I0PP8E 
rZsBPPSETZAB 

OE 2400 HEMT CHAOACTEArBCTUOR 

XI 3010 * :T CH08«28X) ;**2ns«rl 41 Oh > (pr 

• 00 OP4CO 04r)**lt IPOKE 704,206 
VP 3020 XP PEER (704) 033 THEM 3020 

RP XOSO * **SAV(n9 co4*o to **j PXLEOPEcOi t 
HR X040 OPEN HI,i,0.PXLEOPECO 
OH 3080 K=U0P<A0Binc8)«060AS.2040> 

TO 3000 * CHBO (283) {**A11 4ono** 

TC 3070 POKE 704.XSStCLOSE BlcOETURB 
UX 4000 OEM 

HO 4010 GOSUO lOOOiPEH lAitlOHOP 
OH 4020 GOSUO 2000XBEH Nodifp <hAP4(t«r O 

• t 

VH 4030 GOSUO XOOOsOEH S4V« chtpactpp eo4 

• 0 

OH 4040 POKE 7S2.0:E0D 
PO 8000 OEM 

VS 9010 DATA 104.102.10.109.11,187,00.3,1 
04.187.09.3.104.107.00.3 
HV 8020 OATA 104.187.73.3,104.187.72,3.32 
.80.220.98 A 


ATARI BASIC LISTING PRINTER 

This 1» the progmm to use to prtnl a llsOng. When you execute 
It. oTter a short IniliaJtsatlon process, you are prompted to Insert 
the r>ew character code Ble. whkh has prevtousty been created 
by the modider program. After this has been loMled you are 
prompted to type the name of the fUe that you wish to prim. 

This die must be saved tn listed format. The ftk Is tlwn re^ In 
line by lij>e. converted to Its Gorresporxling Dot Cr^hic codes 
which are rnoved to the output butler and printed. When the 
entire lUe has been printed you are asked If you want to print 
another. Answer Y to repeat the process aj>d 'N* to end the 
program. 

Listing overleaf 


VARIABLES USED IN PROGRAM 


HCit MarhlnccodeUi 

mpui/eutpul data 
IIC2S Machine code Id copy 

8 t^esof characCer 
code data to (he out¬ 
put buffer and to up¬ 
date the oulMt bui- 
Ter pointer, n 

FILEMi I F11e«M of ehaiacler 
code Ale 

PILEM2I Spec of Ale to hst 
FlLeNAUEl Name ofAle to list 
0Q8A$$ Character code buffer 
dUFFERlNt Input buffer 
euFFE ROUTS Output buffor 
MBAS Start of character 
code bufler 

6UFFERW Start of Input buffer 
OUFFEROUT Start of output buffer 
INDEX Index Into okaracCer 

code buffer 

INITFUG Flag to indteale suc¬ 
cessful tnitlaltsatlon 


eUFFERW Startofinp 
OUFFEROUT Start of out 
INDEX Imlexlntoc 

code buffer 
INITFUG nastolnd* 


0G8IZE 


AGAIN 

KEY 

ERR 

Cl 

C2 

FUSH 

OEUY 

IJf.A 


Printer to poHUon of 
codes tn chaiacicr 
cede buffer 
Mnter to next avail¬ 
able space In ou^>ut 
buffer 

Holds the current 

£ t betna processed 
nber wDot 
Graphic codea Ri out¬ 
put buffer 
LOW and hi byte of 
OOStTE 

fte-run propam? 
Keyboard Input 
Error code 
Channd II 
Channel 12 
Flaahing keyboard 
prampl 
Time delay 
CerKral variables 
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PROGRAM PRINTER 


listing 2 




: :i:: : 

» 5 RCH » HEM ATACZ U&ER - JUmc 1994 • 

■ »* 7 BEN 

JA SA 6Or0 40«« 

tT !••• REM 

FV lAte frXH MC1$CJ»J.MC2$C»9 *,FXlEI«1»C11 

) ,f ILEZH2S Cl«> «FZ|.e«AIC$ Cl*> 

T6 1A2A AIH ABBAS$<t#4A|,»UFEEBlA$Ci*AJ ■ 
UFFEBOUT* CiA24) . IH»EII<29SI 

^*LeXBl$ = **HBCC0Be9.PBfrFILEl«2$ 

LV IB4B 96BA9«<i>3«* **) BCSAS* (2B4A1 s«* "-DC 

B4S$C2ls»€B*SS 

tZ lASB •UFFEAlHtsB6e4S$>eUFFEaOUT$:BBBtl9 
OX 1B6A OUFFEBiaraORCeUPFEBXaS)SBUFFEfiOUT 

=4frB(»UFFEA0ur9>:BCB«S:4BB(»XB4S$| 

•••• 

9V tB9B ’ CnB$Ci2E>,B0KE 7»X,i 

fF liBA FO SItlQB A.itT *SSKS01rDK7'Ti 

* ii** ’ • Ml# C#»t4tB4l»9 

ij.** ^ *'*<•'•* LX9»#4 FroBrsH ust 

iii** ^ ••<*l#r4CI#r <0449 foF th# Cttlx# 

;0 114# 9 -lEBO*.. Bot Cr.BKU. ••A #....9 I 
'F IIBB FOStTZOB »,9j9 ___ 

D IXiB FOR ISO rO tB8tXBReKCX)£ZW0«B6«AS I 

•BEKT X I 

« IXIB P091TZ0H 2 . 111 ? "Xn«#rt ••SFtLEZai 

• tZI;” > CFF44 9 Any h#y>** I 

C 1220 B09ZTX0B 2,l»t? ••EoW fi|# am I 

Rl>** I 

8 12SB REM I 

» 124B FO&ITZOa 22.11:C05U0 4#Rt I 

I 1250 OFCM BC1.4.0.FXLEXB1$ 

4 124# N=USRCARBC«Clf|.Cl*t4.2.B«.49.,,4 

i 127# cioiE an:i:ZBzrFL«c=i:BETuaM I 

r 2fa# BEM r !j«ii ' f I 
» XX.lXtSOXUa 4S#«:XF x=t I 

xtza PXLciazxcxisFiLEaawi I 

OFCa aC1.4.#.FZLCZB2$:OBEB MC2.a. I 

I 2949 RESTORE 710B,F0B X=1 TO 4:REAR R, 

PUT iic 2 .a:a£Hr x ** I 

2a$4 K=U9B«aOB<«i9,,ct.l4.5.BUFFEaill. 
1241tXF KS4 TNEB 21X4 I 

2#6B F2SBUFFEB0UT I 

2474 FOB Iso TO a‘2 I BUVCFEERCRUfFEOXB* I 

m 2044 Pl = XaREICTBUNl SF2 = USai4»RJ«e2«>.Fl I 

.F2> SBEKT I I 

JV 2494 R6»XXE=«-1I.4:HX=XBTC44SXZEF244> 

:10=4CSZXE-CHI»2S4l I 

VS 2144 BUT IIC2.27:FU7 aM;2.74:PUT ttCX.LO- I 
PUT BC2.HZ <.t«. I 

HO 2114 K=USRC4DRCNC14).C2»14.11.BUFF£B0U 
T.SCsrZEl 

6K 2124 BUT BC2.l4:60TO 2454 I 


5F 21X4 

JF 2444 

OV X414 
OrOM 
CL X424 
AT Z424 

B4 3444 
2424 
AT 34S4 

HX 3444 

vj 3474 


CLOS E MCI{CL OSE HCZsBETURB 
4EM 

FOSZTXOa 2.19tt ••LiSX 4A«th#r Fro 

<v/ai>**ta6azN=4 

FOSZTXOa 2S^19:C0SU4 4444 

ZF REVS74 OB KEVsllO THEN BETURB 

IF UOT CEEY:4» OB KCV=121> THEa 

FOSXTIOB 22. III? •• 

FOSZTZOa 2,17J? •• 

14 

POSZTXOM 2.19t? >* 

**)464Zasl:ftETlJBa 


1 ^ 4414 FOB FL4SH31 TO 3;S0UB4 4.29.14.4 
I FP4 BEtaVsl TO 34:BEKT BELAVl? CH 

I P8<24) !S0UB4 4.4.4 .4 

I ao 4424 FOR BELAVsl TO 34:BERT 4E14V>? CM 

I a$CX 4 >;**>**; 

I AM 4444 BEVT FLASH:POKE 744.248 
m 4444 OFEB «C1.4.4. "B *« J 6 ET «C1.ICEV:CL4 
I 8 E aClsBETUBH 

I <jai.ui.i4.Mi ^||HM| piiiH<MaiB7n 

^ A514 FOB FLASHSI T4 ZlSOBHB 4.29.14.4 
W 4424 FOB BELAVsi TO S4:BEMT 4ELRV:T CH 
I C<(Z4>2 'V»j xSOUBR 4.4.4.4 
BB 4834 FOB BELAVSI TO 34tBEXT BCLAVJT CH 
a5<241 

44 4844 BEBT FLASHtPORE 744.288 
I 4T 4480 OFEB aCl. 4.4. **K: *>: tsl: f XLEBBlCSs*' 

EL 4444 8 ET BCl.BEYtXF EEYS144 TBEH ? ,CL 
4SE BCllBETUBB 

VJ 4874 XF BEVSiXB OHB X>1 THEB 9 CHB9<24 
TJCBBS 12841; i FtLEB4W9 CX'l. X-lls<» mjt- 
Z-l:4aT4 4844 
XV 4844 ZF X>12 THEB 4844 

FO 4894 ZF B4T *<BEVS44 OB CKEV>844 AB4 R 
OB CREV>:48 4B4 REV<890U THEN 

HB 4444 ^ CHBSeKEVl;:FZLEBBI««CI.X>SCMB$I 

REVltIsX^l;C0T4 9444 
BZ 8444 REM l4J<lll«t.w 

ZE 8414 TB4F S444:EBBSBEER(198>:BOSZTZOB I 
2.17:T **Crr4F B**:CRBj I 

CH 8424 IF 4480174 THEB T •• - Fil* not fo I 

44 8424 XF £440174 THEB ? ” - CHOCh 4itk I 
Or i V#** I 

VO 8444 XF XBXTFLBC THEB CLOSE BCltCLOSE I 
HCZtBOP ICOTO 6024 | 

VS 8484 FOB BELOVsl TO S44:BEMT 4ELRV:CL0 1 
SE MCI I 

44 8444 FOSXTIOB 2.17:t •• I 

**t64T0 1 224 I 

^ C04U4 1404:BEM Zniti4l&SA I 

BO 6024 COSUB 2444:BEH Print presrAA I 

5L 4424 60S04 3444:BEH List AnotHor* I 

HI* 4444 XF AC4XB THEN 6424 I 

OB 4484 TRAP 4444B:P0RE 742.4:EBB I 

OH 7tB4 BEH I.Mmi I 

BE 7B1B BATA 344.144.104.174.144.144.187. I 

44.2.144,157,I 
TP 7424 BATA ». 144.147.73.3.144,147.72.3. I 
32.44.224.149.72.3.133 | 

*• 7424 BATA El2. 149 .72. 2 .122.211.94 1 

BU 7444 »EH I 

4U 7484 BATA 144.144.132,244.144.112.243. 1 

344.122.244.144.1X3.244.144.4.177 I 

BY 7B44 BATA 243.148.2B5.2BB.24.192.4.240 I 

.244.148.248.24.145.4.122.212 | 

BC 7474 SATA 148.244.144.4.122.2X2.94 1 

^U T444 BEH fiHI.'814 [ 

MH 7494 BEH Pa 9« l«nsth anO top Margin 1 

PJ 714B BATA 27.47.7B.27.74.4 I 
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XL/XE SOFTWARE 


THE DALLAS QUEST 



Y ou are Ln the Uvinj room. You oee 
ii bugle, a fine and Sue EUen. 
What now? Perhaps 1 should ex* 
plain. This is the opening sequence of 
THE DAUJKS QUE^. a graphical advert' 
Cure from DatasofC, dating back to 19A4. 
Dallas may no longer be showing on the 
box. but thanks to Micro Discount you 
can rtow re*Llve the dai^ traumas of the 
Ewing Iwusehold. Gosh, thanks M.D.I 
The Dallas Quest adventure begins at 
Southlbrk. where you Ve been sumrnorted 
by Sue Ellen to consider a proposition. 
She's In possession of a letter from Jock 
Swing to Miss Elbe which describes an 
extremely rich otJ field he has discovered 
Ln South America. Poor Jock didn't sur¬ 
vive (he return Ulp. but the letter reveals 
he has lodged a copy of the oil field map 
sMth an old friend, together with Instruc* 
Dons to hand It over to (be person In 
possession of a special ring. This rtng is 
enclosed with the letter, and Sue EUen 
believes that with your help she can get 
the map and use the wealth to escape 


from JR. JR. who Just hap¬ 
pened lo overiicar your entire 
conversation, does not want 
this (o happen ar>d wlU use 
ar^ means to stop you. An 
unbelievable stor^ Well. Dal* 
las always was! 

The game loads up with piciuTTa of JR. 
the South Fork entrance and music from 
(he lelevlslDn series. The screen is split 
roughly In half, with the lop portion dls- 
playing an arUsOc drawing of your cur* 
rent location fwlih occasloruil anUmtion) 
and the lower pan as a text area for 
Inputs and replies. You can turn off the 
paphics If you want to speed up the 
resporve. THe parser is fairly stralghtibr* 
ward, recognising standard two-word 
phraises such as ShoveP and *00 
North*. IHere's a clue CaciUty that wlU 
give you up lo nine hints. If needed. 
Alternatively you can refer to Issue 43 of 
NAU. where ihe Tipster offered a com* 
plele solutioni 

I must admit IVe never been an adven* 


Hire fanatic • they all seem too much 
effort for met However. J have It on good 
authority that The Dallas Quest Is not 
particularly challenglrtg and may not 
keep experienced adventurers puzzling 
for more than an hour or so. The 
graphics are excellent, but the adventure 
Is let down by a poor (and someUmes 
Illogical) plot. You might be wiser to In* 
vest In some BP shares insteadi 

rule: THE DALLAS QUEST 

Publisher: Datasojl 
Supplier: Micro Dlscoun t 
Format Disk 
Price: £9.95 

Reviewer. PaulRixon 


MAZE GAMES T 


T he games In this thematic com' 
pllation were advertised on the 
back cover of the very first Page 6 
magazine • and priced at more than £&S 
In total) Onglrully launched In 1 d60 by 
Sierra On-Une. JAWBREAKER and 
UOUSEKATTACK have now been res* 
cued from obscurity for the author's 
attic) and re-released as a disk-based 
double pack. 

As the complJatfon's tllle suggests, both 
games involve mazes and they are. In 
fret, variants on (be Pac-Man theme. In 
Jawbreaker your Joystick controls a set 
of teeth and the aim Is lo gobble up a 
trail of candy. As you munch your way 
through the maze you are constantly 
pursued by four 1uppy faces*. If caught, 
your teeth drop out and you lose a Ulel 
Jawbreakers positfoned In each comer of 
the maze can be swallowed to temporari¬ 
ly turn the tables on the nasties, but this 
useful effect doesn't last for bng. When 


youVe cleared (he screen of candy (here's 
an amusing pause while the knashera 
are cleaned by a giant toothbrush, then 
lt*s onto the next level. Once youVe 
achieved a satlslactofy hlghscore. you 
might wish to (ly an aJlemallve maze. 
Simply press the Shlfi key during boot¬ 
up lo reveal a slightly dlflerent design. 

Mouskallack presents a similar chal¬ 
lenge. except that rather than having to 
collect Items, you need to deposit (hem. 
You are empkyed by the Rodent Rooter 
Company and have been told to lay water 
pipes In each corridor of a maze, Unfor- 
turtalely (he maze Inhabitants, three ex¬ 
tremely large nits, are not keen for you to 
siMTceedt Contact with the rets ts a trifle 
unpleasant, but fortunately your em¬ 
ployer has equipped you with some 
handy extras - two cages and two 'de¬ 
fence cats'. The cages trap ai^ passing 
rats for a short time, during which they 
are vulnerable to attack from you. The 


defence cau can be placed anywhere In 
Ihe msse to obstruct the rodents* path • 
such action Is ofien essential to complete 
a level. Another probfem is that due to 
defective plumbing, some corridors msy 
have to be visited more than once to (ay 
(he correct pipe configuration. If It's too 
much to handle alone, you can Invite 
arwlher player lo participate using a 
second joystick. 

These games may be very old, but 
they're still quite playable, amusing and 
(dare 1 say) addictive. If you hke Pac- 
Man. this is your lucky dayt 


TUle: 

Publisher: 

Supplier: 

Format 

Price: 

Reviewer: 


MAZEGAMES 1 
Richard Gore 
D.G.S. 

Disk 
£6.95 
Paul Rixon 
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XL/XEPROGRAMMING 



You don’t have to put up 
with bugs in your prog¬ 
rams. Ann O’Driscoll has 
one or two ways of deal¬ 
ing with them 


P rogram errorv or 'buga" occur lor bu of reasons and 
(a^ many different forms. Some wtll prevent your 
program from running at aU. while others may remain 
hidden for ages arKi onfy becom e activated when. say. a parti* 
cuter key Is pressed or date entered. 

Atari users are lucky because, unlike some other BASICs. we 
have a TRAP command which Is used to prevent a program 
from stopping when It comes across an error. Ihis takes the 
form 


TRAPn 

'*'here “n” Is the Une number to which the program Is directed 
when It meets the bug. USTING I shows this In operation for 
the INPUT command; UN£ 120 sets the trap. If anything other 
than a number Is input Ln UNE 130. the program ^>es to the 
foutl/re at UNE 200. the line spedhed In the ITtAP staiemenL 
this section of the program outlines the mistake arvl. alter a 
short pause, goes back to wait for another Input Without the 
TliAP statement entering, say. a tetter, at UNE 130 would have 
gerwraied an "Error g at UNE 130" message and the program 
would have stopped. Error code number 8 means that there 
has been an Input statement error, while line 130 Is where the 
mistake occurred. 

In memory terms, location 195 holds the number of the error 
code white locations 186 and 187 hold the line number of the 
error In low byte, high byte order. US71NC 2 shows these 
locations in use. The program gerwrates a few errors and sets 
a trap (to LINE 900) for each one. The error routine displays 
the "ERROR X AT UNE Y* message. Axes (he bug If appropriate 
and goes back to the main program when you press TTAETr. 

For Instance. UNE 330 referer>ces a string called A8. which 
does not exist. This causes an error (code 9). the program 9>es 
to UNE 900 and. because PEEK[195}«9. AS is dinwnstoned 
(UNE 920). The program returns to UNE 320 (specified by the 
variable. UN) when START is pressed. There are no further 
problems when It hits UNE 330 because (he error has been 
reclined. UNE 230. which generates a dividing by sera error 
(code I ]). works the same way. This tim UNE 910 solves the 
problem by settlr^ the variable B (Initial^ zero because it 
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PROOSOH 1. IRRPRIMC INPUT 


ae laa ich 
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TRftP ME 


wasn’t dellnedl equal to I. Of course. In roal programs things 
vMuld be more complicated than this as the exact "fix" would 
not be as evfdenl as ts (he case here. Neverthetess. the IlsUrtg 
may give a few ideas on bow some purpose built error mea* 
sages might be built Into your own programs. 


READING DATA 


The line number highlighted In an error message teUs you 
where the program stopped • or would have stopped IfyouVe 
set a trap • because of the error. While in general this Is where 
(be oftendlng hne Is. this Is not always the case. For example. 
Error 6 Is generated when the ismputer tries to READ past the 
end of the program’s DATA llsL In this instance the out of data 
message references the READ line, not the DATA siatement 
bne. As a sfirrpte lllusiration of how easily the ‘Insufflctent 
data* problem can arise, lake a look at the following two 
statements: 


DATA 1.2,3.4.6.6.7,8,9,10 
DATA 1,2,3,4.5,6.7,8.9.10 

Both appear to be the same at first glance, and both could be 
correct but the first one only contains 9 DATA Items while the 
secorrd contains 10 (3,4 on top ts one entry; 3 and 4 on the 
bottom are two separate entries). USTTNC 3 is a arralJ demon* 
stralion of how a TRAP can be set to catch DATA errors like 
this. The trap is put in before the READ siatement and. aAer 
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the error me»uge is displayed, the program Is relumed to a 
Une after the end of the FOR NEXT loop so that the prognim 
can eonUAue. Krtowlng how much DATA has been READ can 
be a userul gxdde to Andlng out where the problem la. While It 
might be as simple as typing a full stop Instead of a comma, 
thus making one data Item out of two, a whole line or more of 
DATA could be occldentalty omitted if you are copying a listing 
from elsewhere, 


TYPE-IN LISTINGS 


Of course, If you are entering a listing from a book or maga* 
rlne, you should use an error checker • like Page 6's 'lypo 3* 
far the programs in New Atari User • If you can. While Une by 
line checkers can't pick up on whether or not you have missed 
outon lines, they will be ^le to tell you If the lines you have 
Qrped have been copied correctly, Problems with ^pe-in lsst< 
Ings are often simple. MUdng up characten which look similar 
• like sere ar>d the letter O. or lower case 'I'and the digit‘T • 
are common mistakes. Another one Is lo substitute a variable 
name for one you are (amUiar with. For instance, if you always 
use ‘V for lives in your own programs and the listing uses 
something else, you may accidentally use 'L* In the program 
you are copying, and so prevent It from functioning properly. 


TRACING ERRORS 


In tracing bugs, both In your own program and copied 
listings. It’s a good idea to try and track down • and deal with - 
each one as It crops up. ItoRen helps Lfyou LiSTthe llrtes 
Immediately before and after (he line number Indicated In the 
error message as well. It Is easier to spot transcription and 
other simple errors If you concentrate on Just a few lines a( a 
time, on an uncluttered screen. If the line shown In the error 
message has more than one statement, try to spUl It up into a 
number of ’stand alone’ statements, gMng a separate hne to 
each one If possible. Then re*RUN the program to see which of 
the new lines In the set causes the problem. 

With a bit of luck, you will be able to correct the fault once 
you have the error code and the hne number, with the help of 
your computer manual. For Instance. If your message tells you 
thatyou have an undlmensioncd array, find the section of the 
program which inJUaUses the arrays and take it from there. 

You should ahvays bear In mind that the bug may m>t be In 
(he Une Indicated by the error message, as we saw above with 
READing DATA errors. 

Variables may also cause problems in this w^. because they 
can pick up Incorrect values long before they are spotted. 
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Theaa bugs tend to be.more dJlTlcuh to (rack down In typed'In 
listings as the inter-relationships between the dlfTerent num¬ 
bers msy not be clear, whereas in your own programs you 
MTOuld probably have a good idea of what the values of the 
variables should be at different stages. In any event, it often 
helps If you divide (he program up Into secOons and put In 
temporary STOP statements after each one. Then RUN the 
program through each stage and print out the values of the 
variables • not Just the offending one • each time. While this 
may be time consuming if the listing Is long. It may enable you 
tra^ down the area of the program where the faulty variable Is 
being generated. 

Sometimes, of course, a problem with variables can turn out 
to be very simple, like using two variables for the one thing: A 
common one here would be to acddenlal^ use both "S" arid 
‘SC* for score, lf*S* Is Incremented during the program, then a 
bne beginning 


IF SC-100 THEN .. 

wtU never be acted on. A utlllQr like Ian Rnlayson’s Variable 
Checker, published in Issue 65 of NAU, can be very useful In 
cases like Chls as U enables you to list out all the variables In a 
program. 


INPUT VALIDATION 


Within your own pre^rams. errors caused at the Input stage - 
wrong keys being pressed accidentally or dehberalefy, can be 
caught In a varied of ways. Fbr instance, 

40 IF PEEK(764)<>35 AND PEeK(764)<>43 THEN 40 

keeps the program on line 40 until either Y (PECK(764)*43) or 
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N (PEEK(764|«05) l» pressed, tf. say. a whole range of Input 
values are acceptable, then a few lines such as 

50 INPUT N 

60 IF N<MIN OR N>MAX THEN 50 

will do the trick, where 'MIN* and ‘MAX” are predefined mlAl' 
mum and maximum values set eariler in the program. A TRAP 
might also be used here, to catch errors Involving ram-numeric 
Inputs (error B). The trap must be set before the INPUT state* 
cnent. Other useful aids to catch unwanted Inputs are 

POKE 702.64 to disable lower ease 

POKE 694,0 to disable Inverse 

These should be put In before the INPUT line. You may also 
like to disable the DREAK key as an additional safeguard. This 
Is done with 

POKE 16.64 followed by POKE 53774.64 

At the end of the day, if you plan your program well you 
should be abk to cut down on accldenta] Ukgal entries arid 
thus eliminate a lot of likely errors at source. For Instance. If 
your program requires a bt of user input. Its a ffsod Idea to try 
and use the same methods of responses and prompts through* 
out. If you start off uslr)g the GET command, and then sud* 
denly change to INPUT, the user might get confused as he/shc 
now has to remember to press return after the keys as well. 

Aim to be consistent If your program has bts of nvnus too • If 
the first menu has options a to c. don’t have one later In the 
program with options 1. 2 and 3 or even A. B and C. as this 
Increases the chances of an Incorrect response. While you may 
have taken adequate steps to Rag these 'errors*. U's even 
belter if you can prevent them happening In the Arst place. 



PROGRAM 

PRESENTATION 

Just as some clear, user friendly prompts can make all the 
difTerence at the Input stage, putting a bit of thought Into the 
program as a whok can cut down on ’‘presentation enors*. For 
example, at one stage or another, moat people have come 
across statements like 

■YOU HAVE I UVES LEFT 

There are no Axed rules about Axing this ^pe of'bug‘, other 
than to go through the Anlshed program carefully and think of 
the possible gUlchcs or Inconststencks. Often orte or two IP 
7T1EN Statements will do the trick: For Instance, a few lines 
like 

200 ?*You have M;*’; 

210 IF L*1 THEN ? 'life lett':GOTO 230 
220 ? "lives left" 

230 REM continue program 

will solve the '1 LIVES* probkm here. An alternative way of 
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getting over the singular/plurel probkm Is to use a Une such 

as 

200 ? "MEN LEFT: "iM 

Another common presentation error Is to forget to rub out the 
'tens* column In a cemntdown sequence, so It reads 12. 11.10. 
90. 60. etc. This can be fixed by putting a space (or two spaces 
to mb out the 'hundreds* column! after your number, as In 

POSITION 20,0:? C:" ’ 

The few extra hours spent on debugging and crash-pmoOng a 
program are genecaify worth the effort In the long run. If you 
spend a long time tracking down an error Aret time rourtd. you 
are less likely to make the same mistake again. Similarly, 
trying to anticipate probkms as you build up your input 
roullr>ea may help you develop some customised procedures 
for use in other programs. In this way. T>ug swatting* can be 
looked on as a valuabk learning experience. Finally, while 
presentation errors do not affect the running of a program, 
correcting them can give your work that touch of class’ which 
makes your program spectal. 
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Ian Finlayson's 



TEXT 

USING 


I hope that •!] of you have had Ume to lue Textpro and to 
de^lop your knowledge throu^ trial and error. 1 know 
some of you are having a go because of the kttera you 
have written, and some are thinking of t/ying bui have not yet 
acquired the program. 

Sam WiUlama from Ohio (yea New Atari Uaer la seen all round 
the world!! has wniten with three queationa. Two can be 
ana\k«red quite quickly and the third will take the real of (he 
anJcle. aa It givca me an oppoitunl^ for a practical eicampk: of 
the uae of macroa. 

First he aaka whether TVxlpro permits the uae of double 
denally. Yea It doea. In (act Textpro worka with m»fiy of the 
different operating ayatema that are available for the Atari. The 
documenladon particularly recommenda the uae of Sparladoa. 
The only DOS that they adviae against aa being Incompatible la 
My Dos. If the DOS you are using supports double density ao 
will Textpro. and If you have a high apeed disk drive (vrith 
Doubler or Ptale) mnd a DOS like Spajiadoe that can take 
advantage of the enhancement then your Textpro Die tiartsfcra 
can really lly, 

Sam's second question aaka where he can hnd an aid lo use 
add on memory. I am not certain of the answer to this. I know 
that over the years there have been one or two programs that 
made uae of extra memory by bank switching, but memory 
add'ons never sold In large enough numbers to eaiabhsh a 
large uaer base and so commercial software has generally 
stuck to (he standard Atari memory conflgurationa. The only 
common use of extended memory that I know of la for RAM 
disks, and Textpro takes advantage of extra cnemocy In thla 
way If your DOS supports 1L Once again Spartadoa la very 
go*^ here. My 600XL was expanded to 256K many years ago 
and with Spartadoa thla gives a RAM disk (D&l with 1530 
sectors. If you have a RAM disk Texlpro <an swap Ales In and 
out of It very Cast giving you the abill^ to cut and paste 
between documents. 

Finally Sam’s third question was • "Does Textpro permit print 
out In a two |2) column format?*, Thla la the one that takes 
some answering 


TWO COLUMN FORMAT 

The answer lo the two column question Is 'Yes ... and Nof* If 
you want lo be able to turn on tw column working at a key 
press the answer Is no. but Textpro doea not atop you bom 
achieving a two column print out. it Just needs a btik Ingenui¬ 
ty. I haw developed a set of macros that assist In automating 
the process, and even if you do not use double columns very 
often this will give you an example which shows how ea^ it Is 
to C reate macros and use them. 


WRITING THE MACROS 

Although welting macroa la not dlfTlcult It requires care and 
preeialon. It la essential to know the exact key sequences that 
you am going to put Into the macro. The beat way to prepare la 
to go through all the actions you want to automate, writing 
each keypress down before you start to write the macro. 

$lsirt with a blank new 'dcKumenC. Firat w« will wrlle a abort 
description of the purpose and uae of the macro. This Is useful 
later v^n you have forgotten what XOLUMNS.MAC* does. It 
doea not effect the foncUonlngoTthe macro stall. Type In the 
following texL 

'Macros for craaar >9 doubfocohjrws IRETuRNURgTURN] 

L for Ian column. R tor nght column, 8 lor scraarr display and T to 
•naan appropnaia codas a1 foa top ol g>a document [RETURNIRE* 

TURNf 

That la the easy bit Row we type In text atiinga that are the 
equivalent of the key presses that we wish to automate. I will 
explain a line at a Ume. 

Type: L[SELECTl*<i(SELECTl*IS(SELECT]^9(RETURN! 
Kemember the convention 1 started In the previous articles 
names In brackets like (SELECT) refer to the key of that name 
and the ♦ sign means hold down the key and type the next 
letter fonJy (he next letter, no more), ff 1 find I need to uae ihe ♦ 
key In Ka own right for any reason I wiU explain at the Umell 

What does (his Aral line mean? The L Is the selected letter 
that Invokes this macro, so when the macros are loaded 
lOPTIOR|*L wlU cause all the rest of this line to execute. 
[S£LECT]«s reaulls In an inverse • sign on your screen. This Is 
the standard delimiter which indicates the start of a macro 
string. 

ISELECT)4 results in an Inverse 1 on screen. It Is the print code 
to set the left margin (Just the same as typing U Into a 
document normally). The S means five characters from the kA 
edge of the paper. 

(SELECT) »rd9 la very similar. It sets the right margin to 39. Just 
under half way across an 80 character page. 

Now a short cut. Move your cursor UU It Is on top of the L at 
the beginning of the line, ar>d press (CONTROL) *D for dekle. 
The lop hne goes red with the prompt 'Delete (S.W.P):". Press P 
(for paragraph) and the line you Just ratiafully typed dla- 
appearal 

Do not despair • deleted text is held In a buiTer. Press 
[RETURNJ to get out of delete mode then |CONTROL)«R and 11 
reappears. Now move your cursor down a lirte and press 
(CONTROLj+R again and the tine Is repeated. Now change the 
first letter of the duplicate line from L to 1 and this will ensure 
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that the 'L* macro operates with cither upper or bwer case L 
The next two Unes are almost IdenDcal to the firat two. Just 
replace L and 1 with R and r and chan^ the left margin from 5 
to 41 and the right margin from 39 to 75. These are the 
settings that form the right text column. 

The frfih and sixth Unes are for the [OP'nON|«S macro. Type: 
SfSElfrCTl«.(fr$CICONTROL)*P(6SC|DeLnEBACK SPACE 
lESCKDELETE BACK SPACE)E.[RETURN| 

SISELEC’H^a Identifies S aa the macro key. 

|CONTAOL}+P means print It brings up the prompt *Pnnt 
PUoP:" on the top line, but by putting [ESCj in front we stop It 
acting immediately, though ft works when the macro la run. 
The two (DELETE BACK SPACE] commands similarly have an 
(ESCj In front to stop them acting immediate^. They cause the 
cursor to step back deleting the 'P:* from the er>d of the pnni 
prompt and this Is then replace by *£:* to redirect the print 
command to the screen, T^ (RETURN) at the end of Ime 
staru the printing. As before this Kne Is duplicated ao (hat s 
works as weU as 3. 

Finally the two T* linea These are created by T (or II followed 
by (SELECT] *«(ESCBCONTAOl|»H(£SC)|CONTnOChH 
|SEL E CTl* w(E SCUSEL E CT] HCON TROi] •OURfTURN] 

The two (E5C)(CONTROL]«M commands take the cursor to the 
top of the document then the ($ELECT]«w Insects an Inverse w 
which causes printout to pause at the bottom of each page 
when you prlnL The (ESClS€LECT]«(COffrROL|*GL calls the 
rrwero that we deftned for t earUer and Inserts the left and 
right margin settings for a left hand column. 

Once all the typing is complete the macros are saved to disk 
by (CONTROL]«S and the fUe name • I suggest COU 
UMNS.MAC. Ifyou use the .MAC extet)der for all your macros 
It Is easy to pick them out from other documenis In the 
directory bst. Ifyou have had dllDcully with the above and you 
have a disk subscription you wUI frnd a copy of COL- 
UMNS. MAC on the disk. 


USING THE MACROS 

Now that the macros are dcHned and saved to disk how can 
they be used? First load the text file you wish to print Into 
Textpro (use (CONTROLj*M to list the fUea on your disk). It wtii 
be best if ft Is a bit more than a page long. Textpro will handle 
any file - a LlSTed basic program or even a machine code 
program, but It Is easier at this stage to see what (s ^ing on if 
a plain text Ole Is used. 

Now load the columns macros by (CONTROL(>V COL¬ 


UMNS MAC and (RETURN). When you bad macros any other 
macros that were already In memory are bst. so all the bulH In 
Textpro help system (which Is a big set of macros) Is lemporarl* 
ly missing. Now use the T” macro to put the correct codes at 
the top of the page by pressing (OPTION]«T. The text is now 
configured to print as a single narrow left hand column with a 
pause at the l»tlom of each page. Uae (OPTlON|«S to display 
the text on screen in the same format that It wlU print on 
paper. The display slops and prompts for a keypress at the 
bottom of each page, so you can see where all the page breaks 
come. 

Make a rwie of all the psf^ breaks as you go through the 
documenU When you have been right through the document 
Textpro wtll return to the edit screen. Now mwe down (he 
editor to the first page break position and use (OPTIONl'^^ lo 
insert right column margin codes. Co to (he next page and use 
(OPTION]«L and so on allemailng through the document. 

When you have finished you can use (OPTlON]tS again to view 
the text. Hie kfl hand columns all display as they wiU prlnL 
but the right hand columns appear to be double spaced. This 
Is because (he right columns start 41 characters from the bfl 
margin and the Atari screen b only 40 characters wide so they 
wrap to the next line. 

The poalOon of page breaks can be tidied up if necessary by 
Inserting (RETURNS) when In the edit screen, but remember 
(hat each change can have a cumulative effocl later In the 
document A UttJe trial and eimr Is needed. While you are in 
(he editor It can be useful to use (CONTROL) «W to Qnd out 
where you arc In the printed document • the page and line 
number b displayed In the top line ao you can ^nd out If the 
cxirsor b at the bottom of page 1 or the (op of page 2 without 
“printing' to the screen each lime. 

Now you can print your document in two columns by printing 
the flnt page, reinserting (he same sheet of paper |sln|^ 
sheet] or turning back to the top of the page (continuous 
paper) and then printing the second 'page' - it becomes the 
second column on (he first page. Repeat thb procedure for 
subsequent pages. ITierv are a very few pilnters that allow 
reverse line feeds arvd Ifyou have one of these It b possible 
that you could embed the rweree line feed codes Into your 
document (o take you back to the lop of the page automatic¬ 
ally. 

Nexv you can do double column printing, and you have an 
introduction to (he use of macros. If you need to use the 
Textpro help It must be reloaded when you have finbhed with 
yourccdumn macros by (CONTROL]«V TEXTPRO MAC. 

Ifyou have questions about Textpro or any good macros of 
your own you would like to share please write to me, Ifyou 
enclose a SAEI wtU try to send you an answer. 

My address b: 

iBB FlnUyBon, 60 Roundstone Crescent. 
East Preston. West Sussex. BN 16 IDQ 
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XUXE SOFTWARE 



arv numerous pillars. stAkr- ■ •’ 

ways, doors, walls, windows B L i J 

and hazards so your journey I r ft r 4 

through ihe castle should be ft -* : X T ^ 1 

anything but dull. Your task 

Is to collect candles, place 

them In the camletabra and 

light them with your own 

guiding Qame. Keys arc aomedmes re- joystick, you arc treated to an exterior 
quired to access locked doors and view of the caatic with UghU In ihc win- 

various other plUalls IhlniJ will need lo be dows to Indicate the extent of progress, 
overcome. A varleQf of flying and crawling 'nwre's a Ume restriction of four hours to 
nasties will attempt to rob you of your compleUon. though lj« minutes In this 
candlesticks. You should try lo world last around ftfleen sccondsi 

away since there are frw slicks In reserve MidrUght is an addictive and enjoyable 
and once they're gorw. It’s flnltol You can game, as weVe come to expect from Mir* 
Jump to avoid obstacles, but this action age. Music and visual efIecU give no 
lends to blow out the candles and you’U cause far complaint, whilst Ihc theme of 
then have to return to a previous screen the adventure Is sufAelendy imJque lo 
to light them up again. make the challenge worthwhile. Good 

The graphlca are nicely done, albeit stiifll 


Format: Disk 


Price: £6.95 


Revieiver: Paul Rixon 

HUMANOID ^ 


I t’s a while since we were last treated 
to a decent r>ew alien blaster so the 
arrtval of HUMANOID, from FH>l{sh 
company So nix, couldn'i really have been 
belter timed. I’m pleased to report that In 
Micro Discount’s version both sc r ee n text 
and Instnictions are presented in 
Bngllsht 

'The story suggests that humans have at 
last discovered cMlIsation In a distant 
galaxy. A good will expedition has been 
launched to establish contact and de- 
vebp cordial relations but alas, the 
aliens have other plansi Their intention 
is to Intercept the human spaceship, re 
place the crew with alien clones arxl send 
It back on a mission to annihilate Karlh, 
However, they have overlooked one small 
lector - Humanoid (yep. that’s yout). It's 
Just possible that you can escape from 
the alien labyrinth of underground 
caverns, return to Eiarth and warn of the 
threatened invasion. 


CMivtnced by this tale or not. all you 
really need lo know is that this is a hori- 
sonlally scrolling shoot ’em up and your 
job Is to shoot anything that moves, as 
well as some things that don’t. ’The lower 
pari of the screen displays an indication 
of remaining lives, the score and the cur* 
rent level, whilst the upper portion re¬ 
veals the hazardous underground com¬ 
plex. Ihe use of colour, detail arul shad* 
Ing here Is simply superb. Joystick con¬ 
trol Is quite responsive and bullet efiecia 
are well done. As well as InnumeraUc 
nasties you will come across temporary 
force fields that are disabled by shooting 
nearby switches. ar>d walls that must be 
blasted before you can pass. You have to 
be qukk though - you can't Inlemipt the 
constant scrcdl. Eventually you are 
med of success in Ihe current seclkm 
ar>d your progress to the following level, 
before you sample the rsext batch ^ 
graphical delights, you partlctpaie in a 


bonus round where you could wtn an 
extra life. If you hit fbted objects or aliens 
at any Uine a ship Is lost, arxl If there are 
no reserves the game ends with a statls- 
Ucal review of your achievements. 

Dad points? I certainly can’t criticise the 
scenery, though the aliens might have 
been treated to a little more animation. 
The lack of a pause mode Is slightly 
annoying, arid I don’t know why the ’con¬ 
tinue on current level’ feature Is restric¬ 
ted lo ten sec o nds following your defeat. 
Okay. I'm being picky. Humanoid is an 
excellent game and aU shoot ’em up 
addicts will loveltl 

Title: KUMANOZD 

Publisher: Sonix 
Supplier: Micro Discount 
Forn^t Disk 
Price; £5.95 
Reviewer: Paul JZfxon 
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SUMMER S. 

ALL THESE ROMS at. 
or any THREE FOR 


each 

ot 



SILICON DREAMS 

Taking ih» rvH o4 K«m Klmb«n*y 
you an • loMing Mrlklpani tn 
iho color—atlon el Etfoo, • pMnoi 
proporod tor tmmon hoMcHoo by 
Mk cdvaneo guerd el MotUaom 
rotota who battlo «M«i iho nmivm 
and Mghly aggreoMva louna. In 
ihia Mghly atrueturod and roa— 
lie anvironmeni you muat mowa 
your mind Mo <ha iwoiwyHhud 
camury. 9ll*een Droama to llwoo 
oieadani gwphleo advaniuroo . 
SMOWgALL RETURN TO €MN 
and THE WORM IN PARAOIM 
from i*ia maalara, Laval 9 

CASSETTE 

SALE PRICE £4.00 

or mix sny thtwo tor £ 10 ! 




DECISION IN 
THE DESERT 

Tiko comm«nd gt ihd BgRio 
or El Alanidin. You eon lootf 
♦iih« di^o in Ate accurpte 
simuteiioo from iht croaion 
of F- 1 $ Sirikp Eaglt 


CASSETTE 

SALE PRICE £4.00 

or mix ony ifvod tor £10! 


LANCELOT 


Lovol 9 roeraata lha lima of 
«4xprda arte lha Knlgtea of lha 
Round Table In a Ihraa part 
a^rantwra apannlng lha eompiMa 
aaga of lha quote tor lha Holy 
Orall, SuparWy raaaatohad and 
auparlHy wrtRan tMa late advan- 
hrra la fuM of atmoaphara and 
NgMy racowmandad. 


CASSETTE 

SALE PRICE £4.00 

or mur ony thrm tor £10! 


rX^i 


10- PRINT 


Ownara of lha 1029 prlnlarfuat 
have lo have thka auparb utility 
that anablaa program Ikalinpa lo 
bo printad out wHh ad lha control 
eharaclara Quai aa you aaa In 
Naw Atari Uaar) wall aa prinl- 
Ing In any ehetoa of font. Pull 
irttenietlona ora Ineludad for you 
la print out your lattora and Mhar 
doeumanU Jn any feni you 
chpoaa 

CASSETTE 

SALE PRICE £4.00 

or mtx any ihroo for £10! 
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Summer Sale 


ALL THESE CASSE 


TRANSMUTER 

* r>Mr kind of mtfton. ThM Mkft ifeAd* 0 MM 
lM(gr«« •moeah wroHng. IncrMibi* 

vaetM M 

Man ttwafM Pmi rM*alofw »nd • eod m<v« i 
t n«3»M)ry. lluMe by 0 «vM WMRafeat 


KIKSTART 

Tlw uliHnat* e«r>re*d mecortHka xra w bla abnula- 
lor. QuM« your ridor ooroauly owor (h« q6«i«c4m 
I n ihio iH MtloA abnuiaicr tor 1 ptoyar oqmim 
eompuiar or 2 ployara aQatnai aaah elhar aa wall 
aa (ha ptock 


PROTECTOR 

kaaiftnad la Fart Aiwhw. 9mV$ Amt* llntiBbi 
TraMAQ Miaaf haand a» iia Haaada Oaaan. yaw M 
»ta bacaow Om baai atMOpar pM( iNa Mda at #• 
bana>a«bv A lari Prata t iari Vawriwiiiiin canalf 

ala abawp c banw ataHaMtwaan yawwH wid 
•Viaranafiarpdal araeaa«uior eanooM RPV 


REVENGE 


Tha bkMMd bP loot hign, Imoi ipnikM da«h 
aamato hav# rabakad aoalnai ihak aaoion ihia 


aoalnai ihab aaoioro iha 
Zxyaikana and ata out w ravanoat Al action, 
higMy grapN aa l ahadt^nm^ Iren Jatf Wniar 


ROGUE 


Veu ara lha POQUC. Tow niaalon la lo aoMab 
tha OuApaona of Doom lor iha Aaodaa at Tender, 
bi Via AnpaoM ynj wM tbid marw mm M M 
Uia qutm fet ttw AaMat. Veu w« alae aiMOUMar 
faaraoma aaenotaro and Handnh «apa dial nil 
rhallanpa ad your aklla 


180 


¥Fhal ean wa aayl A praat dona ehaHanpa £tpw 
0|9enaflta. dlpblaad apoaer>. two ptayar ^Uen 
Ihra eentroL lul iMMliplev aoerbip, a 

aanaa of humour, auperb piayibdiiv. (Ma one l«a 

daw 


SIDEWINDER II 


DESPATCH RIDER 

Mn dw jawing tend af »baai danana • T^aaa law* 
laaa barnra «na tarMy bia pap(daaar> at Vw Mg 
cHM ia gal bw pwa*» deauWv Plan yaur mavai ia 
meha aana manay. bM dan'i take laa lang • dma W 
Otway# •Oiari OWn an Inatarb macha taing m ba a 
OaaorBahrMr aldttdaai O ft a n abn ie oB a r 


UNIVERSAL HERO 

ony aaaan aacanda wai w wm dw gMwtl iMvaraat 
l%a hoa la ana ftm lOn and i n orybady alae a by 
tn4l^d bHa la lapad a atanda M go) M • pMnat «a 
pkk ug die apnea la nand a ipace Itaa^Ww waoen la 
an al canM and aPeut •• b*aw lim nW Na Wwwwa 




R W 27 yaara evtaa (ha hnal baltla ol tha wm w«h 
tha adana. ?7 yaaro e( paaea have rolonad M lha 
Waaiam Ma# Arm ol lha Qalaay. Ad iMa ha 
•Md (o ehanoa. Step aboard ymr «ran and pro* 
to dalana maMM In ihia all action apace 


INVASION 

Mebdba your uMCa and prapara lor baltla. ThW al 
aeuon aoM eenibel rapubM abll, btraiapy and 
taoMa You muoi daotroy lha weather eontrel 
aiaUon b> order le whn tha bania but avary mova 
you iMAa ma anaany wdl ooumar, and ih^'ra 
waWng lor you to maAa |uM ona ratal alip 


HENRY’S HOUSE 


MwydbauaanaiatelamowM* a 
•owMira w wa pM, tme wifMa We 
oaneH wM eiwm 

w y M n wm m» mbim namaoi* A 


■awgwa M way tarawgn 


Wimanwtna.dmwya 




GHOSTBUSTERS 


Haa anybody aaan a ghaml Mnar of lad yea 
ihay haval Ai ihia vary momeru N>ndroda ol 
gheoaa ara mihlna Iheb woy lo tha biramoua 
apooA oanbal. Only you can aava lha world Irom 
a dwoalar w bbiheai preport ior^a. So g« and ahow 
am how you do k! 


LOS ANGELES SWAT 

Spoeial Aaatgnmam Iw aoua lha hoataoaa Irom 
lha trnrofm garm out W Weatl-A. Oewi 

up tha aireeta. dlow away tha bod guya and ba a 
hare on rwiwork T.V.! Pell and you won't ba oom* 
mg baefe to waMh a. Al aciion loyoiloh banding 
oomber lor thoea wbh tha akN to aurvhar 


BOMB FUSION 


A larrorlai gang haa planiad bondw Oeewghoui 
lha SabaracaM NimUw ProeaaaInD Plant ar>d you, 
ao aiaupar here (aa altar tha ^om Affaw'i Mae 
logo Ml and emralhaplemar>d pooa*#y tM 
Nodhem Mmtaphare Item aatanmoan 


SPEED ZONE 


EiHar the S paedcona In a IreMke dafanaa agwiwt 
rnatauding aMan loreaa. A aurvey ahS^ aara mto 
tha area oomaa under aitaeb. Aa an anamy veaaal 
draara aleaat you 9TARFHC'' elaea aRaek ereft 
halmmched 


Regular price cassettes - 


AZTEC CHALLENGE I SIDEWINDER MAD JAX POGOTRON 


At the erKknl Mcxiran pyranad af 
Tenachtltlan the Aztre ga^ have 
demartded a human aarnfka You 
are one of the ehoaenf Your only 
hope of ceeape la to survive a 
aerlee of teats in which your aiphly 
and atanUM are poahed to the 
limits Over the cenui/lca your 
race haa developed amazk«Abdl* 
tlea In running, .fuinplng ai^ leap- 
lr>g-your only chann ^suivivi^ 
the eptr ATlec challenge 

OUR PRICE £1.95 


The 9«dewetdcr haavou 

iSirw ihr high trrh Svlewuxler 

tffStnifitiT 




bSE cOTlMMSpudiJHii^KeS 
More great gr,tphice from Zeppelbi 


OUR PRICE £1.95 


Gumww hae been MibM eheBs 
inM yew rdee. reay brtk msmed 
dlv thrceletiWig b> fbrec the popu* 
buen aul irMc the radloertive 
wactelanda oulalAe Take up the 
fast acOen aa you race your heavi¬ 
ly anaed (Ivpugji (te 
enemy dekrnres Fight off their 
fattea and survive or your eWy 
dice with you 


OUR PRICE £1.96 


You have been tiranded on a h«w 
Ok planet, atone, eicrept fee the 
lurbo-pogo'. the only means of 
tranapen You have the plans for 
a mace ship and the ecarrh is on 
to End the equipment and then 
btShi (he space ship is escape. 
The final dar^r Is the Guardian 
who must be deatroyed before you 
ean be free 


OUR PRICE £1.95 
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TTES at 50p each! 


NINJA 


6iMU IM M off oH eihof MniMATtoflontoor 
ThM’o oil Ha^yo on ilio MloyS Somaona aura 
raeliona (hia la tha boot piMNr^. kteblng, amc- 
lAfl anff Avlng ^ama arouno 


GUN LAW 

>aar manA* al Meatfr atMn aoacM lw«a Man 9mt 
taO • M Mia Mrvtvint fc»aW»n» Iwva M «id wa«» 
■iMa «iM baan maaa an yata anapan ataraa, twy 
kaMyab yau caiatf «iM carry aaa«. Vau wa M 
la ffy tttm a^M nMaar and WarflAara MiMa 
«(» Ml a H^Aia Ml 


CRYSTAL RAIDER 

M'A tia proMama otM aaOaal ffia wyawi, Mty 
HandlM Mtf pf r n a la ba arlvad} Hawa afaMnd 
my* kyaMi bandino anarWmam far Aaaa wba Ite 

Mialr pmiaa la MiHMa tia Ml» aMM aaliMa e«K 

Ml Mchi Nai raaffy an arsda affaaniwra bui a aariaa 
allaM 0 MU«>"a ta Me yau ad tfia way 


STAR RAIDERS 


ROCKFORD 

Tba anry bya araada vaMow ct iHm olawtlc »m4 
Boiddardaah. fbara ara law Mala on aaeff of ftva 
dMaioM werfda wMi Mur aaraano on aaeff laval, R 
ai adda m M aigMy wcMy dI ff ararM pMyliq 

nCtUDCS FREE OAIC • CffVtTAL ItAIOEfl 


MILK RACE 


CyeUng 1 ,d00 mdaa la no maan faal • and you 
ao^dd aed ue laaHfio praRy achaualad by tha tUna 
you’ve llnktnad pMyInd Uda auparb raoa aMiula- 


C 'va IkMfiad pMM Ufa 
daalonadaMaeM%Mi 
UHb Adca 


oonjunotlofi wHn tha 


FEUD 


To wtn « Faud you aHjai "ou apiF ycM ffvai 
«ff<ard loanoAe, in KMa’a barb ur^ you wil 
ffnd Ua wgraAc Ma Mr you apa* bur paM a«0' 
M(y aa atranga Mfiga can happan M HM »MU ol 
■agla and aiyAary 


PANTHER 


Sava itia Imi hMOiana on Xanon balora tha alafl 
bordaa turn iham uto Sunday react! Taka your 
ground aRaak abp Urowgh iMa )D aeiolUng 
Aaga aheoiMHjp wHb graal grapnva and unba* 
liavabla aoundiraok 


PENGON 


Can you tM danodn miy Irani dw MoMa 
aaiMni aaa MiwT iMi dam by toaeUv dwfli 
agatnai *• Mda ar enrffi ffwai U a hanffyOig da 
wdi UAng da bMefta. ^ad wcada amn 
gama. Hdl ccMia piphl ea and wcfaM 


M oM la praboMy Ua aiaai tomaua eameiHar gwiw 
•ym noa Ml varaian af tw elaaala aanw la naw 
»'iM«li an Maaona c awpiaw w« km Hwavedana. 
Can you Mard la ba wNhaut dw pravam Mwr oaaM 
Bn^tanAMI larT 


MICRO RHYTHM 

IderarhytM carnarta yaur cawMbr Ma a drcA 
owraidli Aiaoayawwt M a< fw taaffad c dn— 
aaiaidu nara dMdaad Mdig 9 m A^y awinj ayC' 
Ml and «gM Aian aauMa can ha anangad In » 
dWaran f mip—ama Annay UanWandiiaoidU- 
aUbuyUtoManWe 


MR DIG 


An aid lavauM In mhkti I* Dig IM la dig lar MM 
read aupphaa In dw Maarda’ tarmary Ma* 

A# iw diga ha can aat Mmaa ar ouch dia MMn 
wWi i rf lii. toacM Oaaia aam atva paMa vd a 
nape Aawar Oib «•> UN M »w Uaaraac. 


TWILIGHT WORLD 

EMw tw r«ai^ wanA Edulfpad «wi a« MM In 
and^ffCy pad» and loan* noapamy, baida yaui way 
daaugh aM $t 9m -aran dun^ana dalaallM dialr 
MidfMy daffaua tnhoMianii Mang Ua way A mw 
bam Atad Uanwaiva*! 


KNOCKOUT BOXING 

CNdanga Mr Ua Ma M yaolghi ChauglaridHp af gw 
Wand by baaing yatr way eaal idna prayaiaivaly 
mmtm aUM appananw. Vau wH naad apaad and MiHi 
la dadvar bady wM fc ardng aumarh pwnchaa. painu 
acanng Md warn 19mmy uppar cua. Vau» mud 
haap yaia guard up •< dw rataraa wM aaun) yau awt 


ON CUE 


Canbai tw cut M! A fOuMr^Ug M tia «mu 
•an oMdt cuMnai ffaaiwU I rwa A ar an 9m mm 
tpaaaba. An iMilma auarlar baU ipiUuiMim m 
bagirawra aafea. ■ yaw ha*a mm iiwaid «a M at g 
Cnidbla bUUg pan In fw Wartd 
natr’a yaia Uan ea U praciia. 


FOOTBALL MANAGER 

Manwgv 9m mrntn at yaur UaMa. FMbnoa Hwh^ 
Tnnafar klwhat: M LMgua Mbtaa; UMaa: aava 
gama laadhy: y amaban and raiapMan: FA Cup 
owichaai managerial radng; 4 A vial ana, aa many aau 
aana and yaw Mia, pkA yaw wam far aaeh match and 


very limited supply 


STRATOSPHERE 


It a Bve ^arm on. (b« battle br 
human life haa baan aucccaaM 
but only Co a point The ranwuula 
of ihe ^kn fe xcT atM merwrr 
£anh and H'a your uak to deatioy 
ihrm once ami br all Some rec% 
ewcUent ^phlca add spire to 
Ihla apace ahoot ’em up 


OUR PRICE £1.95 


WAXWORKS 


Yau are abnr U the bbuic Munga 
at a deserted waworM Aa eventa 
aound yaw Uke on amlrmas over* 
tones yau bep n to wonder if you 
are drumbig Beware iMugh bO' 
cause In such fnM>sljre aurreund' 
bii^, drvsma end and lUgbUnarea 
be^ A teat adventure n the 
claatic mould 


OUR PRICE £1.95 



DAWN RAIDER 


Fly your heavily armed helleopier 
fhin-ahlp kita Ihe fortified compirx 
of the super cTtmlTial thst » hold* 
mg the world to ransom w||h hia 
nuclear armed rockets Gukle 
your gun-ship through Ihe great 
underjgourtd cavern, shooting and 
bombing the defertre aystetiM to 
stop the destrucOon of the worU's 
etttes 


OUR PRICE £1.95 
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Summer Sale ... 


DISKS 


SILICON DREAMS 

T»lilr»9 iha roM o4 KWn Klmb»n«y 
you •!« • l••d<A4 Mfihekpan I in 
eMonl««<toA in Ed«n, • pUr>*l 
p*«p*r*d for huin»n h^MMlOA 6y 
•n advanea ou*rd or kHolU9on) 
rotata who batlto wHh iha notivo 
and Ndhly agoraooiv# fauna, m 
ihia hkgniy Mpvdu^ and roaite* 
Ik anvlfonmam you must mova 
your mind Mo Iho ia«an«y^htfd 
earaury •Mteon Oraama la ihraa 
aiaaiiani ora^hka advamuraa • 
•MOWSAU. ftETUAN TO tOfH 
and THE WOAH m PARAOIftE 
from Iha (haatara, Laval 9 

DISK 

SALE PRICE £4.00 

or mix »ny Ihrm tor CIO/ 


£4 each 

or mix any THREE FOR £10! 


PANZER GRENADIERS 


In Ihia ateMlr>o aoMaua wardama 

[ ou n\alia Iha dacklena lor a rao> 
fiant of iha alHa armourad Inlaf^ 
iry aiuchad lo iha Paruar Oraoo* 
dkra. Vour tofcaa aaao inelMlo 
merlar, arilllary. Pan«a« IV, 
Panihar and Ti«ar uMa. Tha fti»* 
alan anamy la diraclad »y iha 
eompular amkh wid fkicoly ehal* 
kn^a you vitth Aa own aowiak 
mard ol Mifantry, lanha and and* 
land Ewna. Thiaa kvala of din> 
euMy. Joyaikk eoMroi. hl*raa 
d'aonea. 

DISK 

SALE PRICE £4.00 

Or mu tny r/iroo CIO/ 


LANCELOT 

Laval f racraala tha Hma ol 
irf lords sod tho KniQMa of Ifio 
Round Tablo In s ihroo pan 
odvonfura 9 p»nnktq tho eompfolo 
0090 of fho dUM* lt*o Holy 
Orsif. Suporbly rooaarthad and 
Svporbiy arrMan tMo fodi odvarv 
lura Is tud of slmoodhara and 
highly raeorwnoAdad 


DISK 

SALE PRICE £4.00 

Of mix xny thrm toe CIO! 


JINXTER 


Jwoi ofwn a man Mnfea hk Wdi k 
nawdno am Stfnga akri paMns avan 
■araa. Ik aak nai avor b* a bus. 
Sprayad oldi ch aaaa wndni u h Sv • 
auparfwhrt baO« Sawafwd awMM a 
tjtrmi Oy a ipaadnj Ik Ma 
Saoi laa Stauaand kal Ink an anM* 
aki wakrtkf. Ha paw *wili. kawnad 
and eiraaA Ha aak liwlnaiakd, olO 
dkd an, raldad ka^ afMkd, mu9- 
Mad and aanaraly mueiwd abauL 
Thara k na OaiiMna 9wf SMa k dtfk' 
■ant lan’l H abam kvo yau okd aama* 
vans <amplaialy dIffaraniT A Mph 
daaa ffKOK* Bd<ono*ia frani Mao)^ 
•c Uftm fkisaaii »oso dna 
DISK 

SALE PRICE £4.00 

or trUx xny throo tor CIO! 


I 


NaaMriM.li 


NEW YORK CITY 


Wakoraa (o Tha BIq Apok. Thk 
hurrkd pmgk of kaaL ««n«roia wtd 
Qiaaa krlaiiaa wiih taaelnatlnB 
a^ia and awa than ta aharv of 
danpat. Fiwn iha pfacd Qraanary o( 
Caniral PaiS. lhara k no ehy In iha 
work Nka Maw VoHi. and bey ka 
y«u about to find llwi awl As a 
vkSing lewdat you only hava a !!• 
mhad iMta w aaa all tha alghia. but 
iMf Terh CHy haa a ink mora aa* 
ehamant, • IHUa mora dan^ In 
alofa than a mara attMaaalnfl trta 
M tha tool 

DISK 

SALE PRICE £3.00 

Of mix any Ihroo tor C7.SC! 


RAMPAGE 


K*s rough aod fumbk sH the arty 
as you eontrol ihroa Incradlbly 
hssty chsroeiars which boar a r*> 
markabia raaamblanca 10 King 
Kong, QedTiUa and WoM>maA 
through an orgy of doalrvetion In 
Chicago, Now Torii and San Fra«h 
claeo. You hava 1S0 days of dao* 
Iructlon In SO diffarani cNIsd 
Tkiw tor soma rovanga! 


DISK 

SALE PRICE £3.00 

or mix any throo tor C7.SO/ 


THE E FACTOR 

Tha E factor rapraaania tha 
amourd of Uma iha anargy sour* 
eao on tha a iinata In our gakjry 
will fact. Many pianata naad 
antargancy rw«t cagauiao dail* 
va«ad If th^ arc fo aurviva. Vow 
muai plat Iha Inlargianaiary 
eouraa and gwida your cran 
through iha guadranfa fMad wHh 
obalaeks aueh aa cpaca iMnaa, 
Bban fkhtara and apinrang aa*ar> 
olda. Can you e ampiaia a fMo* 
alOA and daihrar your artargy 
cryaral bafora anoihar pianat 
calk on your aarvkaaT 
DISK 

SALE PRICE £3.00 

or mix ony throo for CZSCI 


DRUID 


Anochar claaak In wNch. aa Laai 
of Iha Qraai Drulda, you wandar 
through Iha Oungaon# of Aca* 
mantor with your mlghiy Cokm 
by your abda on a ouaat lo das' 
troy Iha four damon prkneao, Aa 
you dalva daapar Into iha 
dungoena you wW Bnd chaata 
eontauunt apalk of tormldabla 
powar to aid you and Pani^ 
grama of Lila whkh will haai and 
rovHaika you. Exealkni graphka 
and auparo gamapky ha^ «noda 
Ihia ona af the baat areada 
advamuroa on iha Atari. 

DISK 

SALE PRICE £3.00 

or mix any fhrod tor £7.50/ 


SCOOTER 


Scooiar naada your haip to gat 
ihrougn tha aight kvak of hk 
anchaniad DuitCmg Invanllva 



through tha aighi lavala to find 
Iha aaerat. But don’t ihlMi H'a 
going to ba an aaay laakf 


DISK 

SALE PRICE £3.00 

Of trux any throo for C7.SO! 



alunnirig gcaphica and unbaMaw, 
abia nonwiop aeben maka ihia 
gama a wuuiarl 


DISK 

SALE PRICE £3.00 

Of mix or\y throo tor t?^i 


BALLBLAZER 


Tha yaar k 3007 ar>d you ara tha 
c oniaatani bi Iha moat eompatl- 
Wva and by far tha moat popular 
apon tn tha wUvaroa. Jurng Im* 
madlatily tnio haad4o4>aad aa- 
Uon agalnat a frtand or hona your 
akiha agalnat a aalactlen of 
Orolda. EHhar way. you’ra In tea 
tha match of tha carMuryl Excal* 
tana gmph k a and apW acraan ac* 
Hwt hava moda iMa ona of iha 
Atari ctnalcB. 


DISK 

SALE PRICE £3.00 

Of nox aryy throo for C7.SO! 


JUNO FIRST 


A laol and fukoua apaea ah ooi 
am up tranalatad from Konaml'a 
aariy areada machine pf tha 
aama nama. Docana of alkn erah 
wM anack Irom all aldaa and you 
muol ba qukh to btaai iham away 
and aam your ber>uaao. It you 
faal that you ara going le dia 
than you can taka Iha <aai raoon 
and warp away through a 
ka kidoo c opa of colour, blmikr to 
invadora. thk faal aheoi ‘am up 
will atwaal lo any arcad# gama 
fanatic, 

DISK 

SALE PRICE £3.00 

or rrWx any throo for C7^/ 


u 
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Summer Sale 


DISKS 


TRIVIAL PURSUIT 


Th« boMtf 0»m« 

le (fM Aun wItA Addatf 
4uM1ton Now yew can 

•oewef «w»«<tene firmmmnfd wtlfi 
muM and grep^tea aa wall aa 
alralght laai. An Ideal lamlly 
gama or on* yow een play on 
your cam. Over 3.000 quaa i lona 
and ail (tia maehanica of lAa 
game lakan cara o 1 Oy ifia eom' 
ptAar. Trtvia haa never been ae 
muah lun and haa never bean 
BvaHaWa bafera a« ihia prkal 


DISK 

SALE PRICE £2.00 

or mix soy thrss for CS/ 


£2 each 

or mix any THREE FOR £5.00! 


BLUE MAX 


everyone muel have hoard el 
(Me World Wer Two U) rtylr« 
game Wa no lervger have the 
ROU earirldgo bw( iMe eloaele 
can be yewre on dtak dM eheepf 


DISK 


SALE PRICE £2.00 

dr m/K soy t/i/ss tor t$l 



DISK 

SALE PRICE £2.00 

or mix sny thrss for £5/ 


JUGGLES 

RAINBOW 


A Ikes eompuler axparfence for 
cMMren aged 3 le I (hal laeehea 
(he eeneaple el above, below, leR 
end right pine lener reeognlden 
aliovHog chiMrar) lo en)oy loam' 
lr>g with ooieure and muaie and 
gamae they een eraeta and ptay 
themeal v ea 

DISK 

SALE PRICE £2.00 

or mix soy thrss tor tSt 


GAUNTLET 

IRE DEEPER DUNGEONS 

ir you have ilw ortgMai Oawniiei 
dial) (ban you will knew hew 
gootf ihe game la artd wm warM io 
•eland ^ay with iha Deeper 
Oungaena. Over 100 new 
dungaona are her* far you to ai* 
pie^. Thla to the wey lo revive 
your Intareec in OawMWi and play 
on iar many mote houra or dayei 
TMa lo a daia dlati only and i*. 
qifireo Iha original Oaunuat dlak. 

DISK 

SALE PRICE £2.00 

Of mix sny thrss for CS! 


THE LIVING DATUQBTS 

Cenirei Jamea Rond Ihrowgh 
aloM reel and lurioua kaveta hem 
Ototanar to Alghanteian end you 
wW eneouMer ihe AAR (WenAyl, 
ihe KOg (noi ao hlandiy) and 

• namy halteoplara (vary wn* 
friandwi), Tovr are up agahw 

• rad Whliiakar, Inrernailonai 
arma daewr and magalomanlae. 
Naarwe. Ma nnMeao wdifclek U>> 
Mr end Keehkov, iha detWli deah 
Ing K09 Oanarel. Yew nwy In 
•ova with Iha baeuuiw Cae«h oaf* 
llal Kare. bui con you Iruat h#r7 

DISK 

SALE PRICE £2.00 


dr rruM soy thrss toe C$I 


VOODOO CASTLE 


The C eurd ef Monte ChrMe rw 
poeee In a eomn in tue muaiy 



aeuraqa and ea prepared lo eiep 

ihreugh Ihe ponei ef Voodoo 
Ceeile A moderele level greW^he 
adventure h or n leeii Adarrw 


DISK 

SALE PRICE £2.00 

or mix sny thrss tor CS! 


PIRATE ADVENTURE 

“Yo. he. he and a bema ol rum’^ 
Vewli meet up with the ptraia and 

Adame Orephle Advaotura #2 
bnnge you a auparb Beginoar'a 
•aval advantura complaia with 
gtepMaa ar>d Maal lor an agaa 


DISK 

SALE PRICE £2.00 

or mix sny thrss for CS! 


CASsm 


£2 each 

or mix any THREE FOR £5! 


BAHALIONCOHUANDER 

An aieMng raaktima tMMal gama 
«Kh you aa Hautanant eotonal M 
charge of an antlra armeured baha- 
liDtv Chooea Iron iha dVfarani acw 
natloa from a training mlaalen 
agahift a Seviat lank MAaden le 
lough aealgnmanla agalnat tha 
CNnaaa. You ean ad)uet tha letattva 
•trangiha of yoia fomaa and Iha 
egpcenien and chooea from 40 dif- 
ferent larrein mapa and llva etla> 
rant aeananoa, Enou^ vwlaty to 
loot lor yaara! 


CASSETTE 

SALE PRICE £2.00 

Of mix sny thrss for i^! 


COLOSSUS 
CHESS 4 


Claima le be Ihe beat ehaea 
program ot all. The writara «l 
•argon Dl would Saagrea, but 
Chora It no deubt thla ia a Hna 
ehaea elmwtation particularfy tor 
advanced playeri 


CASSETTE 

SALE PRICE £2.00 

dr PMir sny thrss far CSt 


CROSSFIRE 


You are atone In a deaeriad edy 
eurre«e>ded by oHene who aheoi 
laa t re hom every direeiton. Your 
movemenie are C 0 i 1 lr>ed but you 
havonY yvan up. H you are to 
eurvive youO have to concern 
Irate on where Ihe ahM* are 
eo tnwtq from otharwwa you’H ba 
ceugM In tha CffODAPlRe. Ona 
or Ihoee feirty aimpta vai htghly 
eddl e ilva gamaa. 


CASSETTE 

SALE PRICE £2.00 

dr mix sny thrss for CS! 


SPEED HAWK 


Ona ot Atari’a laat garnet for Ihe 
l•bll. A amoolhly aerolling 
arcada game In which you mual 
datond the rirtg worlda of your 
aolar ayalam fiom apace piralaa. 
You alerta can pilot Iho alngla 
aaatar fighlet to undenaha iha 
laak of daatroying iho mutant 
guardian that pr^acta tha llaal of 
pirvta fMpa waiting le atiach 


CASSETTE 

SALE PRICE £2.00 

or mix sny thrss for CS! 
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ummer Sale 


MIXED BAG 


Various bargain prices 


TAIL OF 
BETA LYRAE 


Ouf A'Z of Atori Sofnoart ooriao 
■ajra Tho vRimaU 'Seramblo’ 
«lofio vfRh avpofft praphka ond 
muaie.” A ^roal fiorUontal 
Mfollor 

CASSETTE 

SALE PRICE SOp! 


INVITATION TO 
PROGRAMMING 2 


CnIHIod WHl(f>s Your Own Pr« 9 > 
ramo. eonprlMt TWO Mooolloa 
arxl TWO woftbooho and dooa 
r>ol roQuIro (nvMMtan To Pros* 
ramnilr>9 I, 

CASSETTE 

SALE PRICE £2.00 


NIBBLER 

9llAkin9 1 hrou 9 h an unknown 
land Indo MmawH to m 

Ivtdaaeoni world of eonoloM 
ehongo Ao llmo prowa ahort hto 
body flrowo lon^ar and ho rlaka 
runiiing Into hitnoolf. Can ho 
aurvfvot 

DISK 

SALE PRICE £1.00 


BASIC 

CARTRIDGE 

5omo bro^ino» oopociaWy oeiwa 
ooHy pwbik domain pregramo 
won't run on Iho XLKE bui ihoy 
wM if you plug In tha old wofOlOA 
of Boole. 

ROM 

SALE PRICE £1.00 


SUPER 

BREAKOUT 


Bfoabout woo tho odgtoal aimpio 
yol loUHy addletivo gamo and 
tMo onhaneod voralon wW pr^ 
vido ovoA moro addletivo fun, 
Noodo paddioo. 

ROM 

SALE PRICE £2.00 


COLOSSUS 
CHESS 4 

Clalmo to bo tho bool ehooa 
progrom of olL Tha wdlora ol 
Bargon IN would dioagroo, but 
thoro to no doub iMa to a ftno 
ehooa almutollon padkculorfy lor 
odvaneod playora 

CASSETTE 

SALE PRICE £2.00 


MAXWELL’S 

DEMON 

A ahnpia yol ehailonglog puano 
gamo which will goi you iMaHy 
addidod In lad two gamoo In 
ono for doubla Iho fun 

DISK 

SALE PRICE £1.00 


CROSSFIRE 

▼au wo dww to • daaarwd cR* Mr* 
roundod by adana «no ahooi laor* 
bom ovory dkocawi tout irwvonwnH 
aro eonauM bul you hovon't pmn 
H you wo w Mwtm you*! haw la 
caiwanMaa an wtwto ow mow wo 
«amlne ham alharwira you'll bo 
caugM to too CR06$RRE. Ono of 
Oiooa totoy aMipto yoi aodwVva 


CASSETTE 

SALE PRICE £2.00 


Regular price items 


GAMES 


BASKrBALL 


ZAXXON 

Ont ol (ho all wna ctoawcs lor yio Atari, 2auon aot 
now itandorda wt> itaunouo 3 tomonacrw boiao* 
Itoid and groai graphica 

DISK/CASS OUR PRICE £2.95 
EASTERN FRONT (1941) 

Tha dtaarc war pmutoMO by Chn» Crawtord Viat 
uioundod Aivr uoofB whon rt wt9 raioMd 6a^ 
on Oporakcn Bartiamua or ih# bordor ol Ruaa«. 

ROM OUR PRICE £6.95 


ih* XUXE SwiMiimM. kH« ih« tariir QirnM, krivlB 
graphca con moon addtobra play and a lot of kini 


ROM 


OUR PRICE £4.00! 


BAHALION COMMANDER 

An aiong 'oa'-itma lacTica! QArna wth you aa 

'*'*'*'' ^ A A 

baitoMn h|< lifi|i»rll fkJoa frvo 

a awrung rrj^fc lo 

lough aas*g%l%A^EPw can 

adpjat too rotodva arongria of your lotcoo w'd too 
o poo t aon and choooa irorn 40 drffo'oni tarrain 
maipa and frvo dtootant aconarxM Enough vanaiy to 
toartoryovol 


MR ROBOT & HIS ROBOT 
FACTORY 

Ono of too moat lamcua ptorlofTn gwnoa dtof twa 
you runnnfl arvl |umpir>g over av«rvT*ng it sight A 
raaly doBsy game 

DISK OUR PRICE £1.95 


OGRE 

Chaaongo iho C^. a cybomoac auporWA prog- 
ramrnad lo coldly amddata anyCung m in p^ Sd 
on 21 ST is 

loroitoor ^HLInUVkycos 

Ouch as nMfw' a4enL<4islsolA mimias 

ncwuws^t^L Jpipyad io 

dolorxt a Jffha dIridKTton vid 

ptaeantoni of ima to otocto m dooboytng aw Ogro 
idxch haa mukipla waapon aytoama arto torch 
armor ptoang Ogra « an adaptaaon of a wad* 
'oopoctad board gam# A gamo adttr« ndudad 

DISK OUR PRICE £6.95 


DISK 


OUR PRICE £5.95 


MIG ALLEY ACE 


An aonoi combot a«nutooon $« in Korae wtot 3D 
grapfoca, coctoal inotojmonBaon, difforonl Ml 
lovwla and rrwch mora 


DISK 


OUR PRICE £6.95 


FS2 SCSNSttY DISKS • 

we HAVE A UMireo number of 

SCENERY DISKS IN STOCK 
AT ONLY tS EACH! 


ORDER ITEMS FROM THE ACCESSORY SHOP WITH THE ORDER FORM ENCLOSED WITH THIS ISSUE OR WRITE TO 

PAGE 6. P.O. BOX 54. STAFFORD, STt6 IDR 
TELEPHONE ORDERS ACCEPTED ON 0765 213926 USING VISA or ACCESS 
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FOR SALE 


CLA—IC ATARI t€TUR; tOOXL 
[n«v q 10SODMiiOv*eiS»efi 

padv and Jyilcq«r Ca^Wofuca 
iMer 

a<c M«rH Ohs II ttOO 
C H », At«i Umt tfel 

I No 1 ^ol I No 5 (41). Pm 

frtMw Atvt Umt MUM 44 to n 
84) MM4 4t 10 M '■4^ 0O«W 
Mu tU 0 5 0 Beeiu ToA Rol 
NotM. CIO. hlOMM Tr« AWI C6 

r«l» AorviM MmM Q IMXE 

FU M«H«I Tho AUfi I30XE 
HM^eo* o EpsonFXMM 

nuMiM pf*4«r o^lr otM Ajokcpiur 
and popof CSD o n a Wdi oonoMr 
Mn»MO tfUr* Icr M M pfOU^Mi 
fi riTTiri rmofTi Conioa Ur 
A ^ $ Si Ui^ CiMO Woi 
(MU'tVAS 3(Xl To) (C9C6) 
3&1M4 


won. BYITBI: KtOO. 1080 
CUk Drnra lOlO RocuM («^i 
noodofUnnon) SUMwooomm 
olFuUaefFM LooMtoord Trv 
MfPyiHid $*eon D*MPd.jo* 

1 CNMni CMlorn Front tho 
Ptv on M vonouo odur Aion 
Jaordulu Crslorthobl' UMbo 
•bU M M VoAoturo or M 
NmK Coot Col Fr« WUoon •* 
C»0»77t701 

XL rriTCU: MCrXl pb4 1080 
0n«« ffMd ««h U8 DmOIw SCO* 
fr>*a (oyoiieiio and oi MbUo 
CiSOono Bvyorpoyf pootOM 
SoMDeruU 017$^^ 

IT A li mrCW: *Un ATFU 1 

a P'Mk Mov' monoer Epoon 
ae Mo o^MO pry— 400 
Mi4 OoM M monuolo G8W 
• Alan I3PXC MhCnoumen 
1080 Mh Wri* Mh 
m. Uvoda 2000 n«Mn MO •«» 
UiiM* lOSOpnrM'plDaor tun 
MM UMu beM ondmMin 
M CSWano MmIOOXIMK 
O^nMon liOdnv* lOlO uoU' 
4ar ooMoMpaniM poyiMi CM 

<|aii«i^>aiid 

VAAOM; P henowMk oomoM 
MM )«* am* CIO KSlMniar 
bMod 00 now Mdi l&PiM 
word proeMoer me CSOpMplp 
loU of MOOUIO foAwMo |0r*U 
prutr roro onoo moludM. Mm 
•ema duh M fr —u at anamal «idh 
deco and bexoa IAS tor kou h 
E w 30 gfoMiaU Road London 
NS IMJ Tu 0SI-M1 SOM 
ovonmoo 

TAPf0: Alan Uoor imm tor oMa 
«>«»VdMRO«S luuSAE 
uterU MCtotabeW RoM 
LoftenoMna EH 9N$ 

XL OrSTEM; OOOXL 1080 dull 
4*Na TOiOl«padoM ononM 
Oeaaa. oo now SS* tsot me 
IroMddA Mh molruelono 
D08S9 tAUnUoan Pm 8a 
proyMiuno bdoto, MyUtMand 
monuata.ol • i«aw Ci 2 Dana 
Ewvor eoltocto or mm oeoooM 

u lotts) nASr 


PfINTiR: 1027 pimur (todor 
gyoUy) Mihowl iM roaorvoo orto 
HMh yAtoteum ludl {ywM orror 
138) For kolo tor tpMM or UPM 
Oyw g ptto U i Ottori'* TW { 0002 ] 

S4S780 AnuMfpneng 11 c*l 
G«dL 

IT MARE8; Al tootM ITrlTFU 
• Uidcwd h«M. porta, mottut- 
beM iSSO) OM PSU ilMlM 
ITFU MibOMda Am. BOrta. 71 
mcdurboorda NMA ynlatarm 
towto) BUM ^SUa. thuidng 
PC alyto MomM d«»M DO 3 S' 
Cpr^CdndrM Ircrvi n ^odur to irda 
oiudMaMMMMirif rapwrad • 
ELITTER UUU 

•ora and blue cnfM T0Stf)^8 
^toaoU. olM G«mar> vw»oiW) 
PmQ tor dotoila I'm rar«)r m m 

t oo toouo roue norno and rtunv 
on my onawarpher^o go I on 
Mt raw IN (On?) S497I0 


XL SYSTEMO; Tao lOOXL a MO 
lOeO Oak dmaa lOTIpnnUt 
lOiOUMdoA MM«*ab toM», 
maoasatoa da fc and coomM mA 
noMindyOod CSOO "uropic 
PhMO nu on 0744 0SOI22 

OOUPUTE SVSTEHI. Two cony 
put* X£ arauno aon loadi M 
oUtaoro boelia rnoa oM biida 
rrcra teonucAiotoe A«vii8to 
tor £180 Mb* pip( M a 
POOkoiod' m»MMUayn« For 
MdaiiM nna Qr atuMon 
Oil 8«S>MI<Moalon to a MUr 
7pm UcaUaidan Stvoy 

1888 PMMTER: In peM miUfW 
oM adb naa rpeon and mm 
aeWawa Tndir Ppcm tadana Put 
»opioboyaaM adofeU iCBI 
PMOor yMdai «to Pm 8 WiMr 
AtefomuCSOM bKb Fordo- 
tMa MB Emot icon 431192 
and oMi tor Kgun 

owe!. Oltorcd u Pm* I 
tor *•« pM at pCdMO* Mom* 
UMm 4* QMuW Mo doA 
m 8 nunM Vdoe Tda Mm 
84A cenplM OM 8 nraiuM 
Booc 9^«pM 1 0«dnma2 8 
Rmm 40MO130XC WoMwy 
ISoMCto toMRMoraS 
P «ii^l %ra i I Uonwol Ptoaoa 
aMotel laouanMrto i Qoidm 
Caeoa FurriMCiroan C»—toy 
WMiSuoaoePHiOAOC 


XI8VSTUI; UXIXL lOSOdM 
dnra. lOlOdMaroBoidat M 
aiMuah MappreTlw Run oeA 
•oromc KonM O rUl, FkaN 
? N«Mt I toMtodorg QuMa 


WANTED 


XE SYSrtU; 130X1: aan On«» 
fftn lOSOMraadNHippWd 
Etoutdor 1810 T^o dodi «M 
waMuaupaa Umwm T^Alon 
CarM^aWachm iMwaao 
OaFuAMi m uMU oacadoa 
Me JUMTSO^daM (iSOana 

SB'£sarsr^°~“ 

XL SYSTEM- soon aan 1080 
dBliMra C88 Ta HmatootCMW 
2)0888 

HARDWARE. AMv 1080 Orao M 
lad adn ijS 0 »ybat aa fanaiy 
da tSO AIM loss wntar US 
P aaa CorruOna lOUb oUMtu 
hMdnratorSroiO jm 
UavMi 4 Kondaordk Ctoaa Word 
uov OVI SMN T« 0)84 40080 

XL SYSTEM 800A •«• (W 
rnpnaacNro coda noMoroNu 
Mod 1080 dnwa laM aM 
(toMi oniunaantom to* dauPto 
aar*«r eenaUli aon av«r 100 
ponwa 4 vOUda on dok dwot*' 


7D» savaaontMord idnaua 
a»ar oavoa tSO ana oand*— 
Orn^MU PhMLMdbOW 
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Feature _ 

HARD DRIVIN’ 


Scott Durose Brindley 
brings you the sequel 
to his article Jbr new 
owners of a hard drive. 
Wondering what to do 
next with this box 
humming with super 
power? Read on. 


HEY, THAT DESKTOP’S BORING! 

The inatntctlone wtlh your drive eoftwere thould tell you how 
to InetAll the icons for (he various pftrULSonji.onyour hard 
drive. If It doesn't the procedure Is to simply hJ|thJi|tht the icon 
for Drive C: which will appear when you bool up the drive, 
select IrislaJl Disk Drive, chan^ the drive letter to D: and click 
on Install. Repeat this (or however many partJUonsyou have. 

So, everything looks okay and normal. Lets have some fun 
and modify the desktop. First, the hard drive Icons can be 
renamed to make locating files easier. Starting with 'Drive C. 
click on the Icon so that tt turns black. Select InslaU Disk 
Drive from the options menu and an alert bos will be displayed 
with the Information of that drive. Aa C la usually the b»t 
drive change Its name from Hard Disk lo either Boot Disk or 
Boot Drive, then press RETURN. Hey Prestol You have re¬ 
named an Icon. Ifyou have more hard drive Icons repeat this 
process for each one and label them according bow they are to 
be used. On my 40mb hard drive I have three partitions. Boot 
Disk. Crsphlx and Utilities. Now you can arrange the Icons on 
the desktop by dragglrtg them round the screen to where you 
want them. 

WHAT RESOLUTION? 

We have renamed and positioned the icons, but what about 
the screen resolution? If you have a mono monitor this ques¬ 
tion has already been answered but with a colour system you 
have two choices, bw or medium resolution. UnJesa. of course, 
you have a ST£ with TOS 1.6 fitted whkh refuses to boot in 
medium resolution without the aid of a small patch program. 
As a rule of thumb, tf you use your ST for a varied cd tasks I 
would say, from experience, bootup In iow resolution. 
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SAVING THE DESKTOP 

AAer some experlmenUng on the layout of desktop you can 
save it by selecting Save Desktop from the optlona menu. A flle 
called DESKTOP. INF will be created on your boot disk. If you 
want to change the name of the Trash Can you can load 
DESKTOP,INF Into a word processor or text editor. Where you 
sec the words Trash Can' appear, change them to something 
appropriate and save the flle back under Its original rsame. 
When you reboot the computer, the Trash Can will have a new 
name. 


DESKTOP ACCESSORIES 

These are mini programs that are loaded Into the 9Ts rrKm* 
ory and run Independently from any other program loaded 
from the desktop providing a sort of limited mulU*tasklng 
system. Accesaortea are loaded on boot-up of your computer. 
Normally you are allowed to load six DA (Desktop Accessorlesl 
on a 512k machine, although there are programs which allow 
you lo load more. The trouble with Desk Accessories is. the 
more you have, the less free memory you have. If you have 
been an ST owner for a while you have moat probably built up 
a varied selection of these Ales by now. 

Installing Desk Accessories Is quite straightforward. Just copy 
the nie ending In the ejciender .ACC Into the root directory of 
your boot disk. When you next reboot your ST the acccssocy 
will be Installed. To select one Bret go to DESK and double 
click on the one you require. 

WHAT ACCESSORIES DO I NEED? 

This Is a matter of your own choice and Is only limited by 
your systems menmy Umltaiions. I can however, give you 
some ideas on which are the most useful. 

CONTROL PANEL* Yea. the program that was supplied on 
the rruu^ disks you received with your computer. If you were 
lucky enough to afford a Mega ST/STE or ‘7it)30 you got 
something called XCO NTROL. If you want a copy check out 
your tavourlte PD Library (l.e. Page G) who will undoubtedly 
have a copy. XC^ITRCH^ has its own modules called CPKa 
which, In essence, are Desk Accessories. The beauty of XCON* 
TROL Is that a CPX can be loaded/unloaded without having to 
reboot the computer. You can tailor your system by selecting 
the CPX you need. Ar>other feature of XCONTROL Is you can 
shut It down, thus freeing up more RAM for the system. Ifyou 
scour the PD libraries you can some inlerrsUng CPX's ranging 
from games to text editors. 


Part Deux 


desktop toot Once your ^es have chan^d back to their nor¬ 
mal coloxir from a glowing red. a quiek elick on the right mouse 
button and desktop returns to normaJ. 


AUTO FOLDERS AND FILES 


PffSE HAM INOtCATOR: The troubie with the OEM de- 
•ktop Is that it does not give you any indtcaUon of how much 
free RAM you have. When you turn your ST oa some of the 
operating system ts copied from ROM Into RAM. Reganlless of 
hew many Desk Accessorlea you have leaded, the system 
always takes up some mecnoiy. Knowing bow menttry you 
have free comes in handy when are creating lar^ documents 
through DTP or WP. Whilst writing this document on I Mb 
STE I have 130k kft, more than enough but an accessory can 
make the dlRerence between using an estra bnt or importing a 
plerurr Into your final document. 

CLOCKS: If you have a clock In your hard drive or the 
Forget-Me-Not clock cartridge, a dock Desk Aceesaoiy Is a 
useful addition. If you do not have either of those, the system 
clock can be set through control panel but. unJbrtunately. It 
has to be done each time you turn yoiir ST on which ran 
become a real chore. 

Clocks come it all shapes and sizes which ran^ from the 
analogue dock to a digital dock to the speaking dock. Wail 
there!!! Did 1 say a speaking dock? On the Falcon (you know, 
the new computer from the people who made your 31) there la 
speaking clock vdUch bells out the Ume in a delightful lermle 
voice. There Is an ST version but it takes up a lot of memoiy 
and sometimes dashes with other Desk Accessories so I would 
not recommend IL 

VTS2 EMULATOR AND CALCUUTOR: These two Desk 

Accessories are worth only a brief mention as they were sup¬ 
plied with your computer. According to the STs user n^nuaj 
*lhe VT&2 Emulator Is an Industry standard Ideconvnunka- 
Oons terminal program’, (t have been back In the early 
days of the STs design, but nowadays It Is very dated. When 
you purchase a modem you usually get the comrrw software 
With It anyway. Failing that the are some good Public Domains 
programs that are more powerful than VTB2. If you have not 
got a modem you will not need to use It. 

The calculator, at first seems a good addition to your desktop 
environment. After all your ST Is a number crunching cmchine 
with atdtiide. Apart from the or>c Atari supply, there are othera 
which can do and binary addition. There Is one small Oaw 
In ihJs - Ume. It takes a fair amount of Ume move the mouse 
pointer around the screen to select a digit. It far easier to use a 
pocket calculator! 

MACHINE OUN: This is one of my all Ume tavouriiesl It Is 
not of any prac deal use except for gc tting rid of stress. It 
comes into Its element when you have hard day. Say you 
have been programming or word processing when you delete 
your work by misuike. or your printer runs out of ink when 
prlnUng the last page of your document Instead of hitting your 
computer, the cat or the dog. Just select Machine Cun from the 
Desk Menu. You can shoot up your screen to your heart’s 
content] It even makes gun noises and puls holes tn your 


As you may be aware there are many bugs tn TOS and these 
vary deperuling on what version you have. One of the famous 
ones tn TOS 1.6 (STE| was mentioned earlier in this article. 

Other bugs llmli the number of folders you can have. To fix 
these faults and lo turbocharge your ST. you can place small 
programs into an Auto Feeder on your boot disk. 

How do these patch programs work as TOS is held In ROM?. 
WcU. as stated previously. TOS la copied Into RAM and when II 
la RAM Resident It cstn be edited to remove bugs from the 
system. Screen acceleratore such as NVDI and WARP 0 revmte 
sections of TOS lo speed up screen redraws. 

Tb install one of these programs, crealc a directory called 
'AUTO' on your boot disk. Once this auto folder Is established, 
Just copy the relevant file to IL IVre may be other files 
associated with the program but these usually live in the root 
directory of your boot disk. A prime example Is GDOS 
(Graphical Display OperaUng System!, which has a file called 
ASSIGN.SYS. 

Again there are a plethora of programs which take advantage 
of this powerful feature of the ST. What you use your computer 
hr will guide you in yotir choice of program. Ifyou are still 
using the starvdard ST mouse Oet’s face It. It does look good!) 
you have, at sorrw time, suffered from arm ache after using It 
for a prolonged period. This is due to the mouse being less 
than 100 dpi (dots per Inchl which means you move it a bir 
distance before the pol me r on your sc reen actually moves. To 
combat this, the mouse accelerator was bom. Even those 
bofllns’ at Atari wrote their own version called MACCEL It is 
well worth getting hold of a copy. It vdU save you a few pounds 
on buying a new mouse (especially Ifyou have Just bought a 
ha/d drive). 

There are two rather Important points I would like U> make 
regarding AUTO folders. Firstly when you copy files into your 
AUTO folder they are not executed as they appear In (he 
window but run in the order they were copied Into the AUTO 
folder This can cause conflicts between programs and can 
may make your OT crash. The solution to (his Is to purchase 
some sort of boot manager software. There are many about, 
either commercial or PD. These allow you to select which 
programs you want to boot and in what order. They can also 
let you select what Desk Accessories and DESKTOP.INF (lies to 
load. One the whole a good investment. 

'Ihe next point is. when Installing auto-booting programs try 
them out Bnt on a floppy disk and boot your system without 
the hard disk. This saves you the agony and torment of having 
your ST locking up and denying you access to the hard drive to 
remove (he offending program f speak from experience here! 

This happened to me within the first week. It Is no fun 
ceparUdoning your hard drive and reloadir^ over 20 mb of 
data! 

t hope you new hard drive users have found this of Interest. 

Those who don’t yet own a hard drive can beneflltoo. as much 
of this can be applied to a floppy based system. Ifyou have any 
queries drop me a line via New Atari User. 

Ohyeahl One last thing. Get bold of a virus killer. Viruses 
can do nas^ things to yoiir data! • 

iS 
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THE BASICS OF 

MIDI 


W f I n) n V Ut the third Instalment of otir joxurwy Into the 
workl of MIOl. So far weVe covered the easier topics, 
but now the Roln^ Is about to become a httk tou^ther 
as we'U be explorixtg some of the more arcane aspects of the 
sub)ect. 

The MIDI mcssai^s weVe encountered to date are given the 
overall classlflcaUon of'Channel Voice* messages. These in* 
elude MIDI Note*00 and Note*OlT. Charutel Pressure. Polypho* 
nic Key Pressure, Program Change. Control Chartge. arxl 
Pllchbend Change. Their purpose Is to provide a detailed level 
of control down at the IndKidua] MIDI channel l^el. alfecUrtg 
the sourtd of each Voice’ being played In various ways. There 
are also several other classes of message, as well see later In 
this and following arUeles. 


CONTROLLING MIDI RECEPTION 

Next up for consideration are the 80 *caJled 'Channel Mode* 
messages, whose function Is to set a synthesiser to one o( four 
possible reception inodes. Each rnode is a cDRd>tnatlon of 
certain operating characteristics, so let’s examine these first 

OMNI la the name used to describe the 'listening' character* 
Istlc of a device, and governs whether It listens arxl reacts to 
all MIDI messages It receives or restricts its attention only to 
those for parllcular MIDI channels. *Omn< On* means It actions 
all messages no matter what channel they’re sent on. *Omrd 
means the d^lce will react only to those messages on 
channels It has been set to receive on. ar>d igi>ore the rest. 

MONO results in the device onty playing one note at a time • 
the reception of a second Note*On message causes the note 
triggered by a first Note •On to immediately stop playing and 
the second or>e to start. No Intervening Note-Off message is 
required, useful for playirtg solo lines In a piece of music. 

John S Davison’s 
regular music guide 


POLT Is the altemaUve to Mono, allowing a device to play 
many notes simultaneously. I.e. chords. Each Note'On now 
needs a corresporullng Note*OlT to stop It sounding otherwise 
It may p1^ on for^wr. 


MIDI MODES 

ComblnatJorui of the above chanicterlsUcs are used to define 
four MIDI operating modes as follows: 

MOD&>l consists c(‘OmniOn/M\/. which Is usually the 
defouJt mode for a MIDI instrument. It virtually guarantees 
youII geta Bourvd out of II when flrsi connected Into a MIDI 
system, as It responds to messages on all channels and can 
piay mar^ notes simultaneously. However, It's usually mono* 
Umbral only so you’ll have to twitch to a dlfTcrent mode If you 
need several dlHerenl simultaneous sounds. 

MODE-2 embodies 'Omni On/Mono*, a Utik used mode 
which Is said to have resulted from one of the parUdpailng 
manufacturers mlalnlerpleUng the requirements when the oil* 
ginal MIDI specification was dcslgnedl 

MODE-3 re presen is ‘OmniC^f/Poiy\ allowing you to play 
multiple notes slmultarwously on a sped (led channel. 

MODE-4 embraces the 'OnvUQ[f/M^ryo’ charactertsdes. per* 
mItUngyou to play several monophonic lines each using a 
different sound on s different channel. 

Most modem synthesisers usually Include a non*standard 
hybrid mode resembling a cross between Mode*3 and Mode*4. 
and often sporting a manufocturer specific name such as 
’Multf or mode. It's like a polyphonic version of Mode* 

4. permitting you (o play aeverai simultaneous polyphonic 
lines, each using a different sourtd on a different channel. It’s 
the most useful rrtode of all. as It divides up a polyphonic 
rmi1tl*tlmbraj Instrument into several smaller mono or 
polyphonic mono* Umbra] instruments. It's this which enables 
a sij^ MIDI ^ntheslser to sound like a whole band of 
Instrumentalists, for example playing drums, bass, plarro, and 
suing parts slmultarreously. If you need this feature land most 
people do) make sure it's on the Instrument you buy. It may 
not be present on older secondhand Instruments, where Mode* 
4 may be the neatest you can get. 

There are two more Chanrwl Mode messages, these being 
Tnrol Cdntrvt and 'AU Notes Off. Local Control Is useful when 
you're operating a synthesiser Keyboard linked to a separate 
expander module via MIDI. When you play the keyboard you’re 
likely to hear the sounds pit>duced by the keyboard's internal 
sound source AND those from the expander. Dy using 'Inccd 
Off the keyboard may be disconnected from Its Internal 
sounds, but continue to transmit MIDI messages to whatever 
else Is atlacbed. so all you 11 then hear Is the expander's 
sounds. 'Local On' reconnects the keyboard to Its sourxl source 
again. 

'AO Notes Clff Is like a panic button you can hit when ex- 
pcclenclng the dreaded ’MIDI Drorre', Occasional^ mlcs get 


U 
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stuck*. usuAJIy when youVe done aomething that unexpected^ 
Interrupts the MIDI message stream. Notes may have been 
already triggered by Note-On messages, but their assoclaled 
Note-Ofb never arrive because o( the inUmipOon. ‘Hw result 
is one or more continuous^ sounding notes which drone on 
fc>rever. The All Notes Off message silences them with one 
simple command. 


THE MIDI SEQUENCER 

So far discussion has been slanted more towards the use of 
MID! in a live performance situation, i.e. where you're playing 
sounds from a keyboard or other hUDI controller in real lime. 
This was how MIDI s inventors ort0na% Intended it to be 
used, but very quickly another modus opemndi emerged. In¬ 
stead of generating a MIDI message stream from scratch each 
Urne. why not record It onto a suitable medium aa it's played? 
Then It could be subsequent^ replayed from that Trwdlum into 
the MIDI system to recreate the on^pnal performance. Thus 
was bom the MIDI sequencer, the recording/playback isdllty 
which has become the centrepiece of every modem MIDI 
system. 

Although dedicated hardware based MIDI sequencers 
appeared (and some are still being produced today) li didn't 
take long for the computer to assunw a leading role at the 
heart of a MID! system. The computer’s (loppy and hard disk 
recording media proved an accepubk %vay o( storing MIDI 
data, end sofhvare soon appeared which could easily perform 
the recording/storage/pli^back tasks required. The next logic- 
aJ step was to add editl^ and error correction capabilities, 
allowing MIDI data to be changed after it had been captured by 
the computer. This was a major breakthrough, as It allowed 
performance errors to be easily lUed. It also mnt ihai vir¬ 
tually anyone could now produce a noxe perfect' performance 
of any piece of music. 

The Atari ST soon became the number one music applicaiion 
computer as software houses began I^lng over themselves to 
produce software exploiting Its unique bullt-tn MIDI ports. 
Steinberg produced their classic Pro-24 sequencer (see review 
in NAU Issue 56). which sold In the UK for the staggering price 
(at (he time) of around £300. Despite Its high cost It sold in 
volume, ensuring It (and the Atart STl became pan of every 
serious hl-tech musirian's studio, Pro-24 may be ancient his¬ 
tory now. but you can aUU buy new copies of K for arouiid £70. 
or about half this secondhand. 


SYSTEM REAL TIME 

It's all very well recording MIDI messages as data on a fktppy 
disk, but how does a sequencer know when to transmit each 
one on playback? It needs a timing reference of some sort and 
this Is where the 'System Real Time' class of MIDI messages 
come In. 

At the heart of MIDI there's s precise clock, providing a 
reference for timing the triggering ofcveiy MIW event' (e.g, 
Note-On, Note-OIT, etc.). By accurate^ ftxlng the lime t^each 
event the sequencer can send out the required messages ex¬ 
actly when needed. It also follows that note durations are 
easily handled • duration is the difference between Uk ilnws of 
associated Note-On and Note-OfT messages. 

MIDI's clock doesn't use absolute time tike a traditional clock. 


but works more like a metronome. You <an vary the speed of it 
to suit the musk you're recording, but Instead of II ticking 
cmcc per croUhet beat (a.k.a quarter note) it generates 24 
‘pulses* per quarter note (or 24ppqn as It's known) and every¬ 
thing elre la ded to this reference. So a minim lasts 4ft pulses 
and a semibreve 96 pulsca Similarly quavers, semiquavers, 
and dcmisemlquavers last 13. ft. and 3 pulses respectively, 
and even triplet notes can be accommodated. 

A MIDI event is always posldor)ed on the nearest clock pulse, 
so some 'rounding errors' In liming occur when compared to 
the original perfwTnance. MIDI dock resolution isn't particu¬ 
larly high which can mean these rounding errors may become 
audible, so most sequencers operate Internally at a higher 
rate. Fbr lnstar>ce C-Ub/Emaglc's Noiator sequencer runs at 
192ppqn for optionally 364ppqn| which allows finer position¬ 
ing of events triggered from within U. Sequencers record lime 
references along with the other MIDI tnfonnalion. and often 
npmcM K visually on-screen with a bar/beat/pulse limes- 
ump. For example, a note occurring on the flrsi beat of the 
ftrst bar could therefore be stamped 1 / 1 / 1 . and ihe second 
quaver of Ihe third beat of the fourth bar as 4/3/13 lassumlng 
24ppq). This notation Is often used in a sequencer’s ’event 
editor’, aa well see in a later article when we look at ■ 
sequencer in dcuil. 



MASTER AND SLAVES 

A MIDI system often contains several devices, each of which 
may have Its own clock. For instance you may have a drum 
machine and a synth keyboard each conlainlng lu own built- 
in seqiMrMrr. plus a software sequencer running on yourST. 

You could have sequences recorded on och. and want to play 
them alt back together. Obviously you only need one liming 
reference, otherwise chaos would reign - It would be like 
having a separate conductor for each section of an orchesiral 
You avoid (he problem by nominating one of the devices as Ow 
'master clock' and the others as ’slaves’ which can follow the 
master. 

Normally Ihe ST sequencer is the master, achieved by switch¬ 
ing It to 'Inlema] clock' mode. The others become slaves by 
switching them to 'external clock' mode. When you then start 
(he ?r sequencer playing. i( intersperses MIDI clock messages 
with the rest of (he MIDI message stream, so the drum 
machine and keyboard sequencers can synchronise with IL It's 
a)90 possible to operate ihc other way round, lo slave (he STto 
a drum machine or keyboard's master ebek. This is achieved 
by setting the ST sequencer's clock to 'extemar and the master 
devke's clock to 'tniemal'. 

You can even get a slaved device to follow master timing 
pulses derlm) from a human source. For example, by using 
one of the special human clock' tnlcrfoce klls now available 
il's possible for timing pulses to be generated by a live drum¬ 
mer bashing out a drumbeat In real time. These could then be 
used to syrtc iht rest of the MIDI system to hlmt 
Three more MIDI commands are available to control the 
playback of a MIDI sequerw. namely ‘Start*. ’Stop*, and 'Con¬ 
tinue'. These are usuaDy triggered by prcsslr^g the appropriate 
buttons ort the MIDI de^ce or by cUcldng the mouse on the 
software sequencer's on-screen contrd buttons. Start always 
sets a sequence running from the beginning. Stop halts the 
sequence, and C<m(inue causes It to start from the point at 
which you previously slopped It, or from the point Indicated by 
a MIDI Song IfosllJon Ffointer. one of (Jk MID] messages we’ll 
hear more about In liw rxxt issue. # 

$$ 
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emember FootbaU Mana^rVThe 
jtiuxK that appcftrcd on eveiy 
(ottipnt^r format under the tun. 
rromZXei to IBM PC. It»et« irerKl and 
suuted « dcmortd for football manage¬ 
ment gamee that la aUl) going atrong 
today. Computer uaera like to aee them* 
aelvee aa the next Brian ‘New then young 
mont'' Clough or ‘Kruger" Ron Atkinaon 
chasing the glory and richea of the big 
leagues. 

This Is where Championship Manager 
93 comes tn. It la the latest In a long line 
of management games that claim U> be 
next best thing to being a real manager. 
How many times have I heard that? 

THE BUILD UP 

nefore you can even start you have to 
Install the game which means (hat you 
have to copy the program onto 3 blank 
disks and Install from these. You have 
the option of starting a new game which 
will mean that you can choose vdtlch 
team you moruige arwl whether you have 
real or fictitious players. Setlign up can 
take anything up to 30 minutes to com¬ 
plete but you do have the option of a 
quick Stan which means that you go 
straight in as manager of Man Utd. with 
the real players. Artother option is to load 
up a previously saved gome and continue 
from there. You can even bad It onto the 
hard disk if youVe got one and the prog* 
ram can be double clicked on from the 
desktop. 1 only found out about this by 


luck when I 
examined the 
directory of 
the disks and 
found a -TIP 
program that 
automates the 
copying pro* 
cess for you. 
No mention is 
made In the 
manual to this 
feature. 


PICKING 
THE SQUAD 

Once you are In you are presented with 
a screen that allows you to go to any 
.point in the garrv and alter many of the 
options such os checking rtational 
squads, finding a new managers job and 
match reports. The one screen that you 
are going to spend the most time In Is the 
squ^ details of your players. Prom here 
you chocMC who does and doesn't play* 
who you transfer in and out of the team 
and you deckSe whether to sack your 
backroom staff and choose which players 
your scouts are to keep an eye on. 

Selecting players for your team is a bit 
diflerent from previous games of this ilk. 
You first have to select the number at 
which you wish them to play and then 
select the player. Be careful that the 
player Isn't Injured, suspended or out of 
Ihelr contract and therefore out of con* 
lenUon until you re-sign ihenv Ihls 
screen allows you to inspect diffe¬ 

rent seetJona of the club such as the 
accounts, transfers, league position ar>d 
fixtures. The individual attributes of dif¬ 
ferent players can be viewed as well as 
their history and averages. 

Before you get arouiKl to playing a 
match you can alter the way In which 
your team plays In terms of the formation 
and position of the players In that forma* 
Uon. There Is a choice of about 7 or S 
formations and they can be altered man 
for rrran later. Tactics available are prede- 


Hned for you. They vary from the long 
ball Id the Continental style that Man 
Utd employ. 

KICK OFF 

Now you've sorted out who’s playing 
were and who's on the bench and wholl 
be taking the oranges on at half lime, it's 
Urm for the match Itself. This section is 
probably the most origina] of the game 
due to the fact that It is more ongtnal 
than any other game of this type. The 
screen has the time CDunilng ^wn In the 
(op comer with tiie venue and compeij* 
Uon In the other and the two teams in 
the giiddle. There are three bar gsuges 
under each team for attack. midfWId and 
defence which move up ar>d denvn as Ume 
goes on to Indicate the strengths of the 
Indkvldiuil sections of your team. The 
best thing about the match report la the 
running commentary that really makes 
games exciting, rather than the usual 
method of Just watching the goals lot up. 
Comments vary from attempts at goal 
that are palmed over by the keeper to 
descrlplions of cUnicalky finished goals. 
The names of players are also Included to 
add that bKie bit extra. This sort of thing 
rmkes the. normally boring, process of 
playlr^g matches much more exciting 

BRING ON 
THE SUBS 

During matches you can make subsUlu- 
Uons if one of your sectiona is becoming 
Ured or someone has been booked and 
you would rather not take the chance of 
them being sent olT. You can also make a 
tactical decision such as pulling players 
back or changing formation. Once the 
game Is over youll be given the stats on 
Ute game. 

Once you have won a coupk of matches 
your players mlghl become Ured and 
rwed a rest so wouldn't U be good If you 
could play someone tn their place? You 
need to buy some players (providing 
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youVe^i the nvm«y ofcounel). When ^ i ■ 

looking lor a player you cad do a wafch 

for A pATDc ulAr type of player or knk at a 

fthortUst of playert (hai your bcouU have 

kept an eye on lor you. Bebre you can 

buy the player you’ve got to put In a bkl. 

Ihls can be anything up to SS.OOO. 000 
br playera like Caacoigne. You am put 
In a bid at the asking price or slightly 
above or below the price tf (here another 
teams Interested tn good players. It then 
cornea down to a battle of nerves to see 
who will get the player without paying too 

much. Once you've got him you've then sections of (he game and don't make It 

got to negotiate a contract and wages look cheap and nasty as sontt of Its com* 

which are worked out tn the same way. petUon do. The nice touch of the team 

eobur* being used br (he team names 
during matches and br the commentary 
Is especially good as It easily idenuOes 
wlv> the team In control ts. Ihe ablli^ to 
pack large amounts of dau and Informa¬ 
tion on the screen at once Is very well 
dorte and you never feel overemwded by 
all (he options and data. 

The Botmd on (his game doesn't really 
eidsL You do get an nice tune at the 
beginning but nothing (hat would win a 
BRIT award. I was expecting perhaps a 
few white noise crowd cheers but I'm 
ab^ that (his game makes, about as 
much noise as an exdled briclU 
PlayabliJ^ Is whmX counts In this genre 
of game. It doesn't matter how many 
bells and whistles you give It. the game 
will get nowhere If you can't get into IL 
This isn't (he case with this game as you 
begin to submerge yourself in It very 
qukkly and minutes rapidly t\im (o 
hours, as I know to my peril (I lost 4 
hours to this game without even realising 
HI). The depth and the number of options 
make this game a worthy successor to 
the position that has been held by the 
original Football Maxuger br too long. 


UPDATE 

OVERLEAF 


The ability to move from one team to 
another Is a very Innovative option that 
means that you can start olT in the drd 
division and then rise sbwly through the 
leagues with your team or make the leap* 
frog to higher divisions or more success* 
ful clubs. The involvement In more than 
Just picking players and letUng them get 
on with It Is another point that needs to 
be mentioned. It means that br (he first 
Ume you are more directly responsible br 
the outcome of games due to (he lact that 
you can now make subaiKuttons axxl 
change tactics during the garrK. 

This Is the sort of game that I would 
recommend to anyone who has an In* 
urest In football and even to those peo¬ 
ple, Uke myself, who don't- It didn't take 
any more than five minutes before I was 
hooked, a ^kxI sign seeing as I only like 
rugbyt This game Is definitely worth the 
money being spent on It. This game Is no 
ex'parrell 

With the move of porting the game 
across to Microsoft Wlndose we can ex¬ 
pect to see the user base expand drama* 
tIcalJy to the point were we have Euro* 
pean expansion disks along with crowd 
violence and Irregular dealings disks in 
the distant future (stranger things have 
happened I). 


IN THE 
BACK ROOM 


Playing games and sekctlng players is 
all very well, but there Is more to a foot¬ 
ball club these days than Just the iMtch. 
Today you have backroom people who 
keep (he team ticking over, people like 
coaches, scouts and physios. Each of 
these can be hired and fired If you think 
that the person Isn't doing their Job well 
enough and you can recnjlt a better per* 
son In the same wsy that you do with 
players. You can also resign Erom a club 
If you think that there Isa better Job 
elsewhere. 

Plrudly there b a nice weekly news up* 
date that keeps you up to date with (he 
goings on In your club such as Injuries 
and suspensions and. on a wider scale. 
Job opportunities at other clubs and 
takeovers. 


THE LOOK OF 
THE GAME 


CHAMPIONSHIP MANAGER ‘93 

Publisher: Domark 

Compatibility: ST’s, Falcon and Hard drive installable 
Price: £25.99 

Reviewer: Nicholas Bavington 


The game Itself b very well presented 
with nice big bold graphics and reaUsOc 
fsatures such as a vldlprlnter for the 
match results after a game that can be 
turned on and off as required. The 
graphics are Just right for the diflerent 
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SIMULATIONS 




F ancy youraelf as Nigel 
Mansell. Ayrton Senna 
or Gerhard Eierger^ Well 
now might be your chance wnh 
the new release from Domark of 
their aptly named, and straight 
to the point. PI. 

Domark have the backing of 
the Fbrmula I World Champion* 
ship lor this game. The box also 
boasts thot its the best, fastest 
and smoothest racing game 
ever Well that remains to be 
seen. The game is a develop* 
ment of the game Vroom Multi¬ 
play. A game that never quite 
made It to these shores from 
Pronce although I hear It was quite good. 
Ihe game has been recently seen on the 
Sega Mega Drtve and has established it* 
self as the racing game on that console. 


WRONG MUSIC! 

The game starts ofT with a ratlicr rttce 
sampled lurte that Is appropriate enough 
and not too gimmicky. I was rather ex* 
pecUng the deep gviliar rllT tram the 
Grand Prix program »o this came as 
rather a surprise. You also get the usual 
ego Hip, otherwise known as Che credits, 
and then the game proper starts. 

Prom the menu you enter the CMln 
rrienu from where you can choose alt 
manner of dlfTcrent options and settings. 
You select the type of race from Demo, 
were you watrh a race on any circuit 
good lor kamlng the layout Lo Arcade, 
where you simply have to pass cars. 
Training allows you to practice any dr* 
cult under proper race condiOons and. 
Anally. Championship allows you to enter 
a full seasons racing In the PI World 
Championship, Loading and saving of 
seasons Is handy plus as complcllnga 
season can lake a very long Ume Iruleed, 
More about this later. 


me: 

FI 

Publisher 

Domark 

Price: 

£26.99 

Reviewer: 

Nicholas Bavington 
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Difficulty levels in a game like this are 
also very Important due to the fact that if 
they are too hard they can put you off the 
gome. You can. Ibnunatcly* decide on the 
realism and dlfllculty rangirtg from 
Novice where the car U virtually Indes* 
inicDbk. the race is slower and ihedHv* 
era are less aggressive Ln iheir loctlca, 
right the way up to Expert where every* 
thing Is as It would be In the real thing. 
Here everyone’s out to wtn at all costs. 

SETTING THE 
CAR UP 

You can set the wing, tyre and gearbox 
setting to get the car suited to the race 
dlslst/Ke and the track that you are rac¬ 
ing on, Mortaco. Ibr example, needs soft 
tyres ar>d high wing sellings to the 
grip necessary to achieve high speeds on 
the tight sha^ bends of the drcull. 

If you want lo race against your best 
friend. Just lo show him that you are 
faster than he Is. It’s easy. Just plug In a 
second joystick and Are up two player 
mode and away you go. Head k» head 
action at breakneck speed. You select 
which track to race on as In all modes of 
the game. 


RACE TIME 

Before you get to the race Itself you 
must qualt^. Once this Is doive it’s onto 
the 4 bp race and Its Oner points like pit 
stops. These are Important as they refuel 


your car and can give you those 
new tym that stop you sliding 
on those tricky comers. Be 
careful though, all the time you 
are in the pits your opponents 
are whistling past you at about 
200 mphl 

What of tile game play and 
feel?. Well it's surprlsln^y good 
when you come down to It. It's 
fast and detailed but not up to 
that of Microprose Grand Prix 
which la. 1 believe, this game's 
biggest compeuior. The tracks 
are nice and clear with very fast 
movement of the track-side 
ocmarrtents such as billboards 
arid trees. These ore bitmaps but there 
are also vector polygons Included that 
are used for the bigger shapes to get 
around the problem of moving large bit¬ 
map graphics arDUr>d and still mainbln- 
ing the high speeds. The tracks rise and 
foil as you drive up and down, (he con¬ 
tours of the many tracks ar>d the car 
behaves accordingly accekrating down 
and slowing up the hills, a nice touch 
missing from previous garrws. 

Raring around the tracks can some* 
umes be a bit on the bumpy side, espe* 
dally when you hit a tree or billboard at 
high speed. If you do hit something (hen 
you are placed back on the track afler a 
short pause. You can take many of these 
hits at Novice level but only a coupk at 
Expert Leaving the track doesn't neces* 
sarlly mean thatyouTi hit something as 
you can steer round trees and bollards 
and weave back onto the track Just like 
tn the real thing. 

Formub I cars don’t fly, right? well they 
do when you hit something hard enough! 
'The track drops away below you as you 
sail through die air or looms up al you as 
your car goes up on Its nose or if you are 
stopped tn a hurry. Ultk things like that 
make the dlfleronce between games that 
have It and those that don’t. 

DETAILED 

GRAPHICS 

The graphics of the car Itself and the 
race status secdon on the screen are very 
detailed, in fact too detailed. The wing 
mirrors on the car are so small that dtey 
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are uaelcM. you can't sec a thin^ in 
them. 'n>e dash board Is liny and the 
dials and readouts are hard to read Ln a 
hurry and are totalty obscured by your 
hands as you lum the wheel of the car. 
Realistic, perhaps, but not a lot of iood If 
you are trying to posver out of a comer 
with a manual gearbox. Ihe map in the 
status section of the scree n has a teeny 
weeny dot that represents you on the 
circuit When I say that this dot Is Uny I 
mean It How on earth you are supposed 
to rind it In the middle of a race I don't 
know. A larger dot would have been One 
but. oh no. It must fit on the (rack and 
repmenl (he car In exact scale. How 
about the designers thinking of the play' 
er raiher than aesthetics next time? 


ONLY ONE 
VIEWPOINT 

All other games of this style at the mo¬ 
ment have the ability to view the race 
Irom various difTerenl points. This la 
made possible by the use of vector 
graphics, which this game doesn't use. so 
Vm afraid your stuck In the sweaty cock* 
pit for the entire race. 

Sound Is of the type (hat you would 
expect from this type of game, roaring 
engine arxl wheel screeches are Inlerm* 
In^ed with the doppler efTeetof passing 
other cars. Dont expect soundtracker 
modules. 

Cameplay. as 1 have said. Is very good 
and will keep you amused k>r a few 
hours. I don't think ft will last more than 
that Ln any one sitting because It doesn't 
offer (he variations that Grand Prlx gives 
with the background being appropriate to 
the location. 

The very short races of only 4 laps mean 
that this game Is lor the arcade racer out 
ibr a fix of high speed adrenaline rather 
than the dedicated tarmac thrasher 
ready to sbg It out with the boys over 72 
gruelling laps as In Grand Prlx. This Is a 
game Is tor the racer that likes the arcade 
leel but perhaps doesn't want the com* 
plefity offered by Grand Prlx, If you want 
that kind of thing then (his game Is tight 
up your street but If you like a more 
cerebral challenge then go lor the sllghtb' 
more expensive but more satisfying 
Grand Prlx. • 


CHAMPIONSHIP 

MANAGER 

‘94 SEASON 
DATA DISK 


A rww disk has recently been reieosedfor all those people that can't 
get enough of the original ChQinpk>nship Manager ^ u>l(h oil the 
updated versions of the football leagues, all the transfers, take overs, 
promotions and relegations all bang up to date. 

This disk is for those that Jett that U^'d played the game up to Us 
limits but were stOl playing 93’s teams tn the 98 season. The installa¬ 
tion process is the same as before needing three blank disks and the 
orlgtnol disks. Booting u^Uh the new disk starts up the update process 
and makes a r\ew game for you. This causes you to loose any games 
that you m^hi already hotio saved so beware. This. I feel Is a big 
mistake. Starting from scratch again after buMlng yourse\f up. even 
possibly Qd\leving the unheard of treble, is not a laughing malter. t 
would suggest that you make a s^xirate copy of the ganv and keep 
your ctd 93 version so (hat you can keep your saved games. 

The data disk provides you uHth alt the updated information on last 
year's league and informatton on this year's. The inclusion of Glenn 
Hoddle as player manager of Chelsea and other tranters ore all there 
as are alt the stats. The ga/T» play hasn’t charged and {f this Is one 
of the reasons you mlyhf want to update the game I'm q/raki data disk 
doesn't do that Arguably, though, you could say (hoi the new data 
makes it a new game due to different teams u^Ith different managers. 
The interest factor of seeing whether you can make a better Job 
managing your dub this year than you did last year oyalnsf neu’ learns 
is the only reason lo update, apart from the foci that it is bony up Co 
date, lohlch some pep^ like, and this makes nv personally like It 
Although the data disk does add a certain airsiunt of realism there Is 
no more depth than the (n the origlnaL Also you musl have the original 
uerslon Co play the update which n^ans that people Just considerirg 
buying a football game have to buy lux? yames and negate Ihe jtrsi one. 
rather Chon buying a new '94 version. I knour that this would cost rme 
to produce but yames Idee Oh So. More Lemnxirgs managed io prodwx 
an upgrade and a stand alone uersion so u^hy can'c a big company like 
Domark do the same thing? 

I Jenou) that / hone said (his before but (he one thing that is missing 
from this update is the ability to use a previously saved game from the 
93 version. H would not have been uery difficult lo hca« tnduded a 
conversion utUity to update 


(he saved game and then con¬ 
figure the update accordirgly. 
Apart Jwm that the data disk 
proves to be a worthwhile up¬ 
grade for (hose people urho 
ore madly InCeresCed In the 
game or something worth 
looking at for those who loanl 
to get more from the games 
they buy. 


CHAMPIONSHIP MANAGER 
'94 SEASON DATA DISK 

Publisher: Domaric 
CompotibNIty: Sfs, falcon 

Hard drive instalfoble 
Price I S9.99 

Reviewer: Nicholas bavington 
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7^U« dMd^ to toko a bok at 

3 omr ST TTvrv (s only one d(9lr 

reviewed but Ujeaturee on amaxirg 48 
Jdldersl Yet. on clbikS7964 you'll Jlni 46 
Douhi* Clkk Software programsi 

As many of you wOl kmw. Double Citok 
ore synonymous u>{t/i usefiA. quality seft- 
ware. I iurntM n#ed about a doeen pt^s 
^ this magazine to review each 46 

pngramz in detaJL Therejbre. thta issue's 
PD Roundup ftaiwes an overview of as 
many DC uOlUies as I can squeeze into 
my mcurfmu/n uionicounC/ 

48 DOUBLE 
CLICK UTILITIES 

First up Is DC HOMEY. This Is a 
small utility which poslUons the mouse 
pointer «1 the centre of the screen. You 
um now Und the pointer Inslanllyl 

DC MOUSER wlU turn the mouse 
pointer on or off at the press of a key. 
*Ihls aJk)ws you to hide It from busy 
Angers. 

With DC MOUSE SAVER you can 
turn the mouse olT after a dellned period 
of Inactivity. Defining the peilod of ame 
Is easy - you Ji»t rename the program 
from DCMSAV20.FRO to DCMSAV?? 
.PRO where ?? Is any number of seconds 
from 10 to 99. As soon as the mouse is 


moved it becomes active. 

DC INVERT will produce a screen 
fUsh whenever a bell character (ASCII 7) 
Is printed. This way. if you are listening 
to some music or you have the TV 
volume turned down, you can tell when 
an alert bell is sounded. DC Invert will 
•also be useful to deaf users. You can act 
the flash rate from I /20th of a second up 
to 1 full second. 

DC J'CHAR lets you assignacharac* 
ler to a direction of the joystick. By 
pressing the joystick button you enter 
the character throu^ the keyboard. This 
Is very useful Ibr scrolling through long 
text files and reading BDS messages • 
you can relax In your chair rather than 
having to lean over your ST. It mi^ also 
be usehil to the disabled as you can 
assign up to dght k^board characters to 
the jt^Uck. ont breach direction. Non* 
printable characters such as Return and 
Une Feed are also catered Ibr. Pressing 
the joystick button without choosing a 
direction represents pressing the rl^l 
mouse button. 

DC FLIGHT (Floppy Li^tj Installs a 
routine Into the read/write vector of stex'- 
age devices (ramdlsks. hard drives, etc.) 
so that each time such a device Is ac* 
ceased the Drive A light wtU come on 
until the operation B complete. This 
allows you to monitor device usage and 
also acta as a perfect subsOtute Ibr de¬ 
vices which do not have a Inisy' light, 
have a non*worklng “busy' light or are 
situated where they ace not In plain view. 


DC DISK INFO Is designed to give 
you brief infomtsuon on any disk. There 
are 9 n*screen details of file allocation, 
free apace, used space, maximum stor¬ 
age space, bad sector count volume 
label, number of folders, number of nies, 
etc. 

For those of you who need to know even 
more about a disk there Is DC DISK 
8 TAT. Information given Includes: TOtal 
Sides. Total Sectors. Bytes per Sector, 
Sectors per Cluster. Total Clusters. Re¬ 
served Seciore. Hidden Sectors. Disk Slse 
(in Kilobytes). Number of File Allocation 
Tables (FATs). FATStse. Directory Slse. 
Number of Entries, etc. 

DC DIRDUMP Is a very usefii) disk 
uillJty which will alphabetise the current 
directory and dump It to screen, printer 
or disk. If you are like me and have a 
very unorganized software coUeetJon then 
DC DtrDump might be Just the answert 

If you rteed to load a boot disk from Ihe 
desktop then rua DC BOOTIT, insert 
your boot disk and hey prestol TTiIs may 
be uaeful br changing the frequency be¬ 
fore booting. 

DC BACKSPACE HELP la a unique 
xnUlty which prints a backspace charac¬ 
ter when you press the Help key. Why 
would you need this? Well. If you use 
your ST keyboard a k>l then you will 
know how ea^ It Is to press Help Instead 
of Backspacel DC Backspace Help wlU 
put your mind at ease. For a regular Help 
keypress Just use Control-Help. 
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DC R'T MAG (ReftJ'tljne Magnified 
wlU magnify the screen around ihe 
mouse polnier. ^k)ve the mouse and t)w 
magnlAed section will move around the 
serecn In reaJ'tlme. This wUJ be useful for 
any program where detail is required. It 
might also be handy lor users who have 
poor eyesight (or tired eyes during a long 
session at the computer). You can turn 
R>T Mag on or olT at any time. 

Ifyou areorte of the many STovmers 
who hate having to change tlw screen 
resolution to run a program then DC 
RUN REZ Is just the ticket lor you! 
lie lb re running the target program. DC 
Run Rec wUl automatically switch to the 
selected screen resolution. The whole 
process Is very easy (o use • you Just 
inform Run Rra of the target rrsolutlon 
by changing the last character In the 
filename cxlerKler. e.g. ST Low* I.8T 
Medium • 2. ST High « 2. IT - 4. 
etc. 

DC SALVAGE is a basic Ale copter 
which wUl help you to salvage a file that 
contains a bad sector. The fife is re^ Ln 
one sector at a time. If a bad sector is 
encountered an alert box appears mnd 
you are given the opportunity to re*try. 
Click on Cancel to move on. Once as 
many sectors as possible are read in. the 
file is copied to a destination of your 
choice. 

A veiy handy uUUty is DC TOPPER 
VI.2. With this prognun you can select 
the Window under the mouse pointer. In 
other words, if you have multiple wtn* 
dows at the Gl^M desktop you can bring 
any wlndcrw to the top. 

DC F'KEYS will assign a text macro to 
a sln^ function key or a combtnadon of 
modifier and function keys. You can 
assign up Id 49 macros, each with up (o 
40 characters} If you enter the same (ext 
repeatedly this will be very handy I Non 
printable characters are supported. 

For everyone who Is fod up double•^k* 
ing the left mouse button there is DC 
RIGHT DC. A single quick press of the 
light mouse button represents a double 
click of the left. 

Double Click Software also support left* 
handed 3T users. DC LEFTY Is a 
program which swaps the leR and rl^t 
mouse buttons. No more prcMtrtg the left 
mouse button with your middle Rngert 
DC Lefty may also be useful for all usero 
who have a faulty left mouse button. 

Another mouse utility on the disk Is DC 
MOUSE SHIFT. This emulaics 
Sliirr. COrfTROL and/or ALTCRNATC 
by pressing the right mouse builnn. 

Ifby now you feel Like a break from 
utilities then why not play a ^me? 49 


Double Click Utilities doesn’t actually fe¬ 
ature 48 utlU^ programs • DC Software 
have Included a small game calfed DC 
CLICK ME. A random amount of 
boxes appear on (he screen. ITie words 
*Oouble Click Me* appear In orw of them 
and you must qukkfy move dv mouse 
pointer to that box and double ebek. You 
must move fast before ilv words move on 
to another bod The game ends after 30 
double clicks and you are given your 
score. Although very simple. DC Click Me 
Is quite fun to play and 
improve your double-click* 

Ing skills. 

Getting back to uUUties. 
next up fa DC MAX 
TRACK a disk utiUiy 
which gtves you the total 
amount of tracks your disk 
drire can handle when for* 
matting. I didn't run this 
one because there fa a nasty 
dfacUimer in the OOC fUe 
which mentions possible 
damage to sensiltve dilves. 

DC Max Track lesuyour 
drtve from track 76 
upwards. 

DC MOUSE STICK u a program 
which letsyou useajoystick to emulate 
your ST mouse. You can set the joystick 
port, mouse speed, etc. Usefid also as a 
temporary rej^ccfneni fora broken 
mouse. 

Now here's a great uUUiy for all tasy 
computer owners. DC MWRAP 
Wrapper) gives your mouse pointer the 
power to wrap Hself off one side of the 
screen and onto the other Instead of 
moving your mouse six Inches ^ross the 
mouse mat you only need to move II a 
couplet What will they Ihlnk of iwxt? 

Yes. they keep on comingt DC NO 
ALERT Is designed for the xucr who 
hates having to click on alert boxes. It 
Stops an alert box from bclr;g displayed 
and will give the return of tlw defauK 
button, e.g. default • Yes* for a "Quit?* 
alert box. 

For hard drtve owners there Is DC NO* 
8 TlC(NoSOction). SOetton fa when the 
head of your hard drtve slicks after long 
periods of Inactivity. Every five minutes. 
DC No-Siic wtU move the h ea d to the 
beginning and end of each partition. 


DC FORMATTER V3.0 fa an Im¬ 
pressive formauing ucllJty with many op- 
Uoru, including Number of Sides. Normal 
or Skewed Type. Number of Tracks. Sec¬ 
tors perTra^, Executable Ikml. etc. 

Finally. Ifyou need a feature-packed 
disk copter then DCOPY fa for you! 
There are two versions on the disk - VI,9 
has a few bugs but V3,0 seems very 
smooth. There are dosens of options 
available including all of the usual disk 



fufWUons (directory, c^. format, dupli¬ 
cate. erase, lock, etc.) plus a few others 
(directory search, hide fiks. eic.|. Other 
options tnclikde text conversinrw. ARC 
utlllUea. etc. 

The bsl of programs on 48 Double Click 
UuUtles Just goes on and on and onl 
There are many more useful uuliuet on 
the disk such as a screen dump, modem 
hang'up. dignfaicd K>und player, form 
feed sender, text/piclure flic vfewer. etc., 
etc 

49 Double Click Utilities fa excepUorud 
value for monry and should be In every 
ST users software rollertion. Double 
Click Software must be congratulated for 
producing such a vrtde range of useful 
programs. The only major problem with 
the disk fauylngio find the folder you’re 
looking for from l>w total er4H indudedi 
if there fa rwthlng of use to you on this 
disk then you don't own an ST^ 


R0U2VDE/P RATING 

ST864 48 Double 
Click Utilities 92% 


The disks featured in this review are all €U>ailablefrom 
the Page 6 ST Library. Check the latest ST catalogue and 
updates or phone 0735 2J3928/or/urthcr information. 

ROUNDUP conducted by Stuart Murray 


NwivAianUMM-iwuaOS 41 










FLIGHT SIMULATIONS* 


UiH 


B AtlJch«wk» I &42 I» • ■■■I 

World War It BfV 

laUon, H*» quite similar /I 

U) ’'Dielr Finest Hour The Batik I j 

Of □rHaln" released a coupk of 11 
years a^. N>wevcr this game H 11 
was actually produced HCFORE * 11 
IkUk of Britain and. to be hon* W tM 
est. It shows, B f B 

The game slinulam the major B 

aJr/sea batiks between the 
Americans arxl Japanese In dw ^ 

PacUlc. There are four acenarloa 
to play • The DatUe of the Coral 
Sea. The iialtk of Midway. The 
Batik of the Eastern Solomons 
and The Baitk of the Santa 
Cnu Islands. Each scenario contains 
lour or five mlaatona Including dive 
burnblngor torpedo aiiacks against 
enemy ships, fighter escort of bombers, 
and air superiority sortka. 

The graphics used in the game are quite 
basic by today’s siaxtdards. They are a 
link blacky, but they do animate quite 
smoothly. The planes move (airly quickly 
and shooting or>e down can be spectacu* 
lar • first it begins to smoke, then you 
can see flames, then It plummets to (he 
water’s surface and sinks. Apart from 
their colour (he alrered types are almost 
iridlsUngulshabk from each other • un* 
less you get very ebse to them, that ts. 
Cockpit layouts look very simitar un. 


support(l) and the keyboard 
controls are somewhat 


unpre- 

VI _ ^ dictabk • sometimes you press 
11 a key and rtothing happcr>s. You 
11 press It again ar>d still nothing 
■ ■ fl happens. Then stiddenly your 
BIB plane Is rolling vioknUy and 
BIB you can’t stop the stupid ihlngl 
BIB This Is very fmstrailng and 
HIB kads to many crashed planes, 
Bisb Moiise controls are a lot better • 
they respond quicker, but they 
make (he plana seem too aglk 
jS^Bl tn the air. 

The missions are really not 
b^. The air*ti>>alr combat 
sequences are qulle exclilng 
and realistic * for exampk you have to 
raster the art of ’DeOecilon Shooting' • 
aiming ahead of the enemy plsrica to be 
abk to hit tiiem. The bombing mluions 
are harder than In a modem Jet fighter 
sim. as (here are rw ekctronlc weapon 
deU«ry ^sterns Lo help you. You Just 
dive al the target, manually release the 
bomba and pray you don't bkw yourself 
upl If you're feeling wicked you could 
always shoot down a bombtf that you 
areeaoorUng. but you get severely ticked 
off for this after (be mission ends. 


ships, the latter uaual^ shooOng flak In 
your dlrecitoni 

Being a riaval air combal simulation 
(here are bombing and torpedo missions 
against enemy shipping, however when 
you get veiy close to a vessel the graphics 
quality deteriorates somewhat. K’s then 
qulle diflIcuU id tell what you’re attack* 
Ing, because tJte target becomca peculiar' 
^ blocky * the pixels in It magnify and K 
doesn't look very good al all. 

. In between missions there's a Bhenng 
Room screen. This Is reasonably drawn, 
but is too 'cartoony' ibr my liking and 
the coJoura are a bit gau^ (pilots don't 
usually hsve orange coloured skin, do 
they?! 

Sound Isn't bad constderlng the age of 
the program. Your plane's engine sound 
la a boring drone, but at kast It rises and 
fails in pilch ss you throw the plane 
about the sky. U can be turned off If you 
find It too annoying. The other sound 
effects consist malrdy of explosions, gun* 
shots, and splashes as a downed plane 
hits the water • which someUmes sourui 
more like a rotten tomato splattering 
against a wall than a splash! (was sur¬ 
prised lo find (Jiat (he only sourids In (he 
game come in the flying sequences • 
there's no musk or sound cfIccU be* 
rvwcn missions. 


NO TAKEOFFS? 


Disappointingly tlwre are no takeoffs or 
landings at all in \ht whok game. You 
can choose your starting altitude before 
the mission begins, but there's no lakeofT 
as such. Similarly, when you've blown up 
your large! or quota of eneit^ planes, the 
screen simply lades out and you’re back 
In the BrkQng Room. You don't even 
have lo fty back to where you startedl 
IVe seen better flight simulations. tSaltk 
of Britain, for exampk. which Is stlU 
available and Is much more saUs^ng, I 
suggest that 1/ you want a decent WWII 
flight sim, you go for that one which Is 
more stimulating and enjoyabk to play, 
especially with iu wider variety of plartes 
and missions. You can take off and land 
the alrcrah, tool Admittedly. Battkhawks 
was written in 1988. so It was probably 
good In its time, but now it simply peks 
Into insignificance against today’s flight 
sims. It's a pity realty, as wllh a bit more 
polish and gamepUy it could have been 
an excelknt game. 


SMOKE AND FIRE 


There are some very effective explosion, 
llak, and burning effects which add a lot 
to the game because they actually look 
quite realistic. Shoot something and It 
actually smokes, bits fall off. and If it’s a 
plane It explodes or splashes into the 
sea. Ships bum emitting huge billowing 
clouds of smoke. All the missions are 
over Ihc sea so there's not much lo took 
at. apart from an occasional glint of light 
on the water's surface arvl a few enemy 


NO JOYSTICK? 


Title: BAHIEHAWKS1942 

Publisher: Lucasarts/Kixx XI 
Price: £12.99 

Reviewer: Peter Davison 


Now. (he game play. It's quite ^mmJ. but 
docs seem a liuk basic compared lo 
more recent STgames. 11x70 arc a cou- 
pk of design flaws (oo. and these detract 
from your enjoyment. There’s no joystick 
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this is the current 
XL/XE Public Domain catalogue 



It features 320 disks 
all are carefully selected 
it will help keep your Atari alive 
it is the only catalogue of Its kind in the world 

It cost a lot to print so we ask that you send £1 for your copy 

it will be a £1 that you won’t regret 

Available only from: 

Page 6, P.O. Box 54, Stafford, ST16 IDR 

































Support the XLIXE? 

Not me ... 



but you can 

Page 6 supports your Atari with the world's 
only dedicated glossy magazine ... 
as well as the world's best PD library .... 
as well as providing commercial software ... 

Don’t be like the guy above 
return the favoiu* 

Keep supporting Page 6 








































